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PREFACE

Project SESAME (Susquehanna ESEA Synergetic Activities and Multi-
innovative Experiences) is a regional ccmpiex of projects involving each
of 18 school districts, as well as the non-public schools in Columbia,
Montour, Northumberland, Snyder, and Union Counties in central Penasylvania,
. This program, and other SESAME undertakings (SESAME A in arts, and SESAME G
" in/games) are financed primarily with Title I1II, ESEA, funds. The
principal objective of the program is to improve opportunities for pupil
learning by developing a model for the coordination of smaller school
djstricts' innovative ventures and by stimulating professicnal staff. To
this end, diverse innovative, experimental and curriculum programs
affecttng elementary and seccndary school systems in the Region are
supported and coordinated.

! The purpose of a Practical Documzat Is to present a useable document,
@urriculum unit, program, series, conference report, etc., in written (or
ﬁother) form. It will appear after extensive tryout (i.e., after initial

N tryout and/or field testing) and/or after considerable deveLOpmeﬂt.

! Practical Document Number 7 {5 a result of Project SESAME G (Susquehanna
- ESEA Synergetic Activities for Maximal-involvement via Educational Games).
. This document will acquaint teachers aud nthers wich games deve's;ed at
workshops by teachers in the five-county area served by SESAME., These
games have been edited, and many have teen tried cut itn the schcols in
Region L. An earlier publicacion (Practical Decument Number 6) consists
of an abbreviated list of ccemmercial games that c¢an be cbtained for use in
the classrcom; cthis Document, on the other hand, iists games develcped in
the Region., Write-ups of the basic components of each game are available
from the SESAME Office upen request,

This list represents primarily the werk ¢f teachers in tihe five-ccunty
area with final editing done by the permanent SESAME G sraff.

Alterations, corrections, and additions of these games have been made
over the past 1968-1969 academic year by the SESAME G statf, As a Practical
Document, this list is considered highly useful at this point, buat it is
far from complete. As new games are written and tested, it wiil be revised.
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INTRODUCTION

Presented in this Practical Document 1s a list of educational games
developed by teachers in the five-county Region served by Project SESAME.
All of the games contained in this document have been edited by the SESAME G
staff, and many of the games have been played and tested by teachers in
their classrooms in the five-county Region. The results of these tryouts
are now being processed by the SESAME G staff,

These games are listed in alphabetical order. Each listing includes
a general description of the game, the suggested subject areas ir which
the game could be used, the suggested age and number of players, and other
possible subject areas or grade levels for which the game could be adapted.
Index sheets are included in this Document to assist the reader in using
the alphabetized list of games. These indexes list games by subject areas
and by grade levels:

Subject Areas Grade Levels
Business Education Primary (K-3)
Foreign Language Intermediate (4-6)
Georgraphy Junior High (7-9)
Health Senior High (10-12)
Language Arts
Math
Sclence

Social Studies

For example, {f the reader were looking for a Social Studies game
for fourth grade, he would first check the Social Studies 1list. He would
then check to see which of these games appear on the intermediate grade
level index. :




SUBJECT AREAS

BUSINESS EDUCATION

1. Inflation
2. Merry MiSers
3. Protecto L

FOREIGN LANGUAGES

1. E1 Sueno Ideal De Don Quiyote

GEOGRAPHY

1. Conserv-0
2. Forest Adventure
3. Map-0O-Rama

HEALTH

1. Camp-A-Rama
2, Conserv-0

LANGUAGE ARTS

Bid-A-Word
Climb-0

Dilist

Donkey R:ce
Fillaform

Merry Mailman
Pick~-A-Leaf
Pick~Au-End
Progressive Word Rummy
10. School Democracy
11. Sentence Roll
12. Shock-0

13, Spinoblend

14. Take And Make
15. Word Tumble

VO~ LW -
s = = s = s ® o

Aqua Math
Fraction Track
Inflation
Merry MiSers
Mod Math
Quad-Geommy
Sunny Numbers
Whiz-Mate
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a =+ s s = s

ERIC

IToxt Provided by ERI



SUBJECT AREAS (Cont.)

SCIENCE

1. Camp~A-Rama

2. Conserv-0

3. (The) Element Family Game
4. Forest Adventure

5. Map~0O-Rama

6 . Re"con
7. Satisfaction

9. Space Race
10. Spec-Cat
11, Y-Change?

SOCIAL STUDIES

1. Boliquay

2, Conserv-0

3. Discovex

4, Torest Adventure
5. Inflation

6. Map-0O-Rama

7. Merry MiSers

8. Pass-A-Bill

9. Re-Con
10, Satisfaction

11. School Democracy
12. Stay Or Go

13, Stump the Stars




GRADE LEVELS

PRIMARY

1. Aqua Math

2. Camp-A-Rama

3. Climb-0

4. Conserv-0

5. Dilist (Primary-First Grade Version)
6. Donkey Race

7. Merry Mailman

8. Mod Math

9. Pick-A-Leaf

10. Pick-An-End
11. School Democracy
12. Shock-0

13. Spinoblend
14. Sunny Numbers
15. Take And Make
16. Whiz-Mate

INTERMEDIATE

Aqua Math
Boliguay
Camp-A-Rama
Conserv-0

Dilist

El Sueno ldeal De Don Quiyote
Fillaform

Forest Adventure
Fraction Track
10. Map~O-Rama

11. Merry MiSers

12. Mod Math

13. Progressive Word Rummy
14, Satisfaction

15. Sentence Roll
16. Shock-0

17. Solar-0

18. Space Race

19. Stump the Stars
20. Word Tumble

2l1. Y-Change?
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GRADE LEVELS (Cont.)

JUNIOR HIGH

1. Bid-A-Word
2. Boliguay
3. Conserv-0
4. Dilist
5. Discovex
6. (The) Element Family Game
7. El Sueno Ideal De Don Quiyote
8. Fillaform
9. Forest Adventure
10. Inflation
11. Map-0O-Rama
12. Merry MiSers
13. Pass-A-Bill
14, Progressive Word Rummy
15. Quad-Geommy
16. Re-Con
17. Satisfaction
18. Sentence Roll
19, Solar-0
20. Space Race
21. Spec-Cat
22. Stay Or Go
23. Y-Change?

SENIOR HIGH

1

2.
3.
4.
5.
6.
7.
8.
9.

Dilist

Discovex

(The) Element Family Game

El Sueno Ideal De Don Quiyote
Inflation

Protecto L

Quad-Geommy

Re~-Con

Y-Change?
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AQUA MATH

This board game {5 designed to help the child master the concepts of
basic math facts (addition, subrraction, multiplication, and division).
Suggested for primary and low i{ntermediate grades, it can be played by as
few as two children or as many as the enrire class.

The same format can be used to teach spelling.

BID-A~WORD

This hybrid role-play and board game promotes the learning of pre-
fixes in the junior high grades.

It could also be used to teach the meaning of suffixes or to provide
drill in foreign language study; for example, verb endings.

BOLIGUAY

A role-play game, BOLIGUAY teactes about interest groups and problems
in a Latin American couatry. In "Boliguay," a fictitious country, four
interest groups attempt to influen:e a legislative decision. Designed for
use with sixth graders, this game can esasily be adapted for use at the
secondary levei. Entire classes can play.

By rewriting the roles and scenario, a teacher could use this game.
to study the legislative procass 1a a European country, an African country,
the United States, ete.

CAMP-A-RAMA

This board game will help the studeat make decisions to overcome the
unforeseeable situations that way arise during a camping trip. Pupils
may also learn the advantages in sharing with others. The game also
familiarizes students with camping equipment.

Two to six players or, groups of players can play the game. It {is
designed for children of all abilities in grades 3-6.

CLIMB-0

This board game enhances the teaching of short and long vowel sounds
and increases vocabuilary. It is designed for children of all abilities
in grades 1-3. Groups of four children can play.

The same format can be used to teach blends, digraphs and other
elements of phonics, or to teach vnumber facts and review arithmetical
computations.




CONSERV-0

This board game is designed to promote an understanding of conser-
vation problems and practices in the United States. Through the play of
the game, children will beccme familiar with appropriate solutions to
many conservatiou problems. The game exposes the students to the govern-
ment departments responsible for the execution of proper conservation
pracctices. '

Students play in groups of three to five players. The game was
designed for pupils in grades 4-6.
DILIST
(Directions & Listening)
This board game is designed to improve the skills of giving glear
and accurate directions and of listening carefully in order to follow
directions correctly. By altering the difficulty level of the game

components, it can be used in grades 2-12 in any subject area. A whole
class can play.

DILIST - KINDERGARTEN - FIRST GRAbE VERSTION

A simplified version of the above game for the kindergarten and
first grades has been developed.

DISCOVEX

This board game is to be used in conjunction with a social studies
unit on "The Age of Exploration and Discovery." It enables students to
review explorers and their voyages. Designed for students in grades
9-12, it can be adapted for use at all lower levels. Groups of four
students can play,

Different explorers, explorers and countries from which they sailed,
or explorers and dates of voyages could be substituted on the game boards
and cards. A similar game board could be used to teach associated facts
in mathematics, geograghy, history, science, and English.

DONKEY RACE

This board game provides drill in rapid recognition of the Dolch
Basic Sight Words in a most unique way: the child tosses a bean bag
on a donkey which contains the words. The game would be of most interest
to children in the primary grades and in remedial reading classes. It
can be used with either two to four players or with the whole class by
employing teams.

If adapted, DONKEY RACE can be played using definitions, spelldng..

color recogniticn, drill in arithmetic, and blends, or any other subject
@ ‘ch requires review.



(THE) ELEMENT FAMILY GAME

This board game reviews the elements of the Periodic Chart, which
are related through corresponding groups to Families, and through
symbols or names to the members ot the Families. It can be played by
secondary chemistry or physics classes of any size.

The same format.can be used on any grade level in any subject
matter which requires categorizing.

EL SUENO IDEAL DE DON QUIYOTE

(The Impossible Dream)

This board game reviews the conjugatrions of Spanish verbs. Designed
for use in Spanish I to IIT, the game involves the entire class. Don
Quiyot's battle with windﬂills is symbolized i1n the game.

French adaptations are 1included: Lettres do Mon Moulin (Letters from

My Mill).

FILLAFORM

A hybrid game designed to> encourage students to follow written
directions accurately, FILLAFOKM can be played with students from sixth
grade to the end of junior high. 1t it a game which the whole class can
play at one time, no matter what the class slze.

By substituting real forms, suzh as a college application or a

school registracion form, in place of those mentioned in the game, the
teacher can prepare students to f1ll out any form.

FOREST ADVENTURE

A teaching game designed for grades 4-8, FOREST ADVENTURE helps
students recognize the value of our natural resources, acquaints them
with the interdependence of forest regions, and teaches facts about the
propagation and commercial uses of trees. Groups of five students or
five teams of students can play.

The game can be adapted for social studies, scjence, and industrial __ .
arts classes.

FRACTION TRACK

Ny N e ’ C":»
This board game teaches equivalent fractions to pupils in the .. 104
intermediate grades. It is a game in which the entire class can participate.

The same format can be used with other areas which lend themselves to
the ”discovery method of learning.

EKC
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INFLATION

This combination role-play board game teaches the concept of infla-
tion to secondary pupils. Students assume various occupational roles and
become acquainted with the different methods employed by various persons
as they attempt to cope with inflation. The student becomes familiarized
with causes, effects, and results of inflation. From nine to sixteen

players may participate in the game, which may be played in two or three
class periods.

MAP-0-RAMA

This board game was designed to teach map reading skills (population,
natural resources, political, products, geographic relief, and pre-
cipitation maps) to children in grades 5-7. Six to 36 players can play
at one time; players play in teams. '

This same format can be used with sets of historical maps from

United States or world history classes or with other types of geographical
maps.

MERRY MAILMAN

This hybrid game teaches letter recognition. MERRY MAILMAN can be
used in kindergarten or first grade after letters have been introduced.
It is an active team game involving the whole class. The decks need not
contain all of the letters in the alphabet. In the early stages of
"letter learning,’ the game can be played using only four or five different
letters. ' ‘

The same format c¢an also be used in the teaching of blends, words,
numerals, addition aad subtraction.

MERRY MISERS

This combination role-play board game was designed to familiarize
fourth, fifth and sixth graders with various banking procedures. The
objectives include: writing out checks, depositing money, endorsing
checks, and making out bills of sale. A whole class can participate in
the play of this game.

MOD MATH

.This board game teaches the basic processes of addition, subtraction,
multiplication, and division and the proper names of arithmetic operations;
it also emphasizes the correlatiuvn of symbols, terminology, and arithme-
tical computations. The game can be used in grades 2-4, and it can be
adapted for use at all levels. Entire classes can play.

To increase the game's difficulty, different sets of numbers may

)
EI{I(? added to the problem cards. For older students, different mathematical
ammmam lationships could be added, e.g., square roots, factors, etc.



PASS-A-BILL

This board game was designed specifically for use in an eighth
grade American history class. Through the playing of the game, students
recognize the difficulty involved in getting a bill to become a law.

PICK-A-LEAF

This game reviews the whole initial alphabet. Although designed for
grade 1, it can be adapted for use in grades 1~3. The whole class can
play at one time, divided into two teams, each with a leader.

%

The same format could be used i{n English to teach dipthongs, digraphs,
suffixes and prefixes, root words and blends; it could also be used to
teach numbers.

PICK~AN-END

Designed for first and second graders, this board game teaches or
reviews the short vowel sounds. Students play as individuals in groups
of four to six players. This game could also be played by slow learners
in advanced grades.

A similar apblication of the game would be to change the format so

that the beginning sounds are put on the playing boards and a vowel deck
of cards is used instead of a beginning sound deck.

PROGRESSIVE WORD RUMMY

This card game teaches synonyms and promotes efficient use of the
dictionary and thesaurus. Although designed for grades 4-6, it can be
adapted for use in grades 7-9. Groups of two to four students can play.

The same format can be used to teach a range of classifications,
from animals and transportation vehicles to biological categories or schools
of art.

PROTECTO L

A board game which is to be used at the end of an instructional unit
on life insurance, PROTECTO L reviews the characteristics of the four
major types of life insurance: limited life, endowment, term, and
straight life. It was designed for secondary classes in consumer eéconomics
or business education courses. The game is played in groups of five
students.

The same game format can be used to review other types of insurance,
such as fire, automobile, or health policies. AIso, it can be used to ,
teach such classification processes as those involved in biology and ' -t
geology.
)

ERIC
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12 QUAD-GEOMMY

This card game reviews facts about quadrilaterals and simultaneously
helps students to analyze general geometrical situations. It is designed
for groups of four to six students in grades 8-10.

The same format can be used to teach facts about any type of polygon

and to teach c¢circle theorems.
RE-CON

A role-playing game for use in a high school social studies class,
RE-CON involves the making of decisions that effect resonrces and conser-
vation in a small mining town. It is a game in which the entire class can
participate.

RE-CON is designed to illusctrate a conflict. Other conflict situa-

tions can fit into the same general format.

SATISFACTION

This 1s a role-play game which teaches the natural resources and
ways of 1life in European countries and in regions of the United States.
Whole classes of students, grades 5-8, can play.

This game cculd be adapted for students in lower and higher grades.
Countries other than those indicated could be used.

SCHOOL. DEMOCRACY

This is a role-play game designed to teach the basic concept of the
democratic precess. Each child aszumes a vole as either a pareat or a
child, with one child as chairman of the meeting. Children discuss and
vote on statéd. 1ssues according to their role cards.

" This game caa be used in the primary grades. A whole class can
participate in the play of the game.

SENTENCE ROLL

This board game teaches students to identify varilous parts of speech
and to apply this knowledge to good sentence structure. Used in the
intermediate and junior high grades, it can be played with a flexible
number of students, from two to the entire class.

SENTENCE ROLL is uniquely versatile and can be easily adapted to
other curricula, especially foreign languages and mathematics.




E

SHOCK-0

This board game teaches or rc-.ews spelling by having students
hear, write, see and read words. Although designed for students of
all abilities in grades 3-6, it 13 especlally appropriate for remedial
and low ability groups. A whole class of childrea can play.

The same format can be used for reading instead of spelling and
for learning certain facts required in arithmetic. The format could

also be used for review purposes instead of teaching, i.e., history or
science.

SOLAR-0

This game teaches facts about the nine planets of our solar
system. Although designed feor grades 4-5, it can be adapted to most
grade levels. A whole class can participace.

The same format can bs used to teach a range of subjects from
functions of parts of the body to characteristics of species of flora.

SPACE RACE

This combination board and role-play game (hybrid) teaches a large
number of facts about our solar system and its planets. It 1is designed

for all ability levels in grades 3-8, Nine individuals or nine small
teams can play.

By changing the game board and scenario, the teacher could use
this game to teach yeography in any real or imagirary period exploration.

SPEC-CAT
(Specimens and Categories)

This board game, to be used on a field trip, acquaints students
with the characteristics of botanical specimens and with the categories
to which these specimens belong. It was designed for ninth grade general
science classes, but 1Is easily adaptable to other grade levels. Teams
of four students can play.

The same format can be used to teach the i1dentification .nd CldSSi-‘
fication of almost any available objects. heo o '
[ 9 3 S

SPINOBLEND

Designed for second grade students, SPINOBL:~w provides drill on
the auditory-visual recognition of ten consonant blends and aims at the
formation of an instant association of a blend with a given word and
phrase. Groups of 10 students may play.

13

R
)

)

R\ﬂ: The game can easily be adapted to other grade levels. By constructing

cards, the teacher can use the game in other areas of phonics, such
as drill on vowel sounds or digraphs, as well as on consonant blends.



14 STAY OR GO

STAY OR GO is a role-play game designed to be used in a unit study
of the Middle Ages. Its setring is a fictitious feudal manor whose
village of serfs is subjected to fc . ces of change and to other influences
which try to maintain the scatus quo. The basic issue of the game {is
whether or neot the serfs will choose to leave thz manor; as this issue
is explored, the social, political, and economic conditions of the Middle
Ages are made apparent. A game which involves the whole class, STAY
OR GO 1is recommended for junior high school grades because of its
context.

By rewriting the scenario and roles, the teacher could adapt this
game for the study of slavery in the South prior to the Civil War.

STUMP THE STARS

(The Colonlzation of Pennsylvania)

This is a review game which is dezigned to test the students'
comprehension of Colonjal Pennsylvania. It indicactes the students'
knowledge on various topies, e.g., colonial leaders, significant events
of that era. This game also promotes the students' ability to formulate
intelligible questicns. '"The Colonization of Pennsylvania' was
designed for grades five and six and can be played with 10-30 children.

This same formac can be used in English, math, and science. It
could be ut:lized in grades 3-12, depending on the complexity of the -
subject matter. A teacher could us2 the formwat of "STUMP THE STARS"
to determine how much rhe students already know about a specific topic
before studying it so a minimual amount of re-Zeaching would take place.

SUNNY NUMBERS

SUNNY NUMBERS 1s a board game designed to teach or review recog-
nition and counting of numerals one through 10. Pupils become familiar
with the numerals by seeing, hearing, and repeating them throughout the
game. Although designed primarily as a kindergarten first-grade game,
applications of this game format could be used for older children who
have difficulty in numeral recognition and comprehension.

The same game format can be used replacing the numerals with
letters of the alphabet. 7This pgame can also be used in certain math
processes, e.g., adding and subtracting.




TAKE AND MAKE

TAKE AND MAKE is a phonics game designed to teach initial consonant
sounds and the letter which corresponds to each sound. It also teaches
or reviews rhyming words. A first and second grade game, TAKE AND MAKE
can be played by 20 children, in two circles of 10.

A teacher could substitute blends, such as bl, fl, cr, st, for the

single consonant sounds in the game. Word parts other than those given
in the game could be used.

WHIZ--MATE

This card game was designed for lower elementary grade pupils to
increase thelr awareness of numbers and numerals 1-10. It can be
adapted for higher grade levels by using larger numbers or by using
subtraction, tmultiplication, or division processes.

An able or perceptive chilu may notice that one can use more complex
combinations to make the number eight. For example, instead of using

pairs of numerals, a child could play the game finding combinations of
three, four or more numerals,.

e.g., 8 =0+ 1+7 8=1+2+3+2
8=2+3+3 8=0+2+5+1
8= 6+1+1 §=21+1+1+5

WORD TUMBLE

This board game teaches the concepts related to parts of speech,
specifically those of verb, noun, pronoun, and adjective. It was
designed for intermediate English classes. The game can be played by
as few as ‘two children or as many as the entire class,

The playing board from this game can be used in any other area of
the curriculum, especially spelling and mathematics.

This board game is designed to help children develop and/or review
the evolutionary concept that life forms change as the physical environ-
ment changes. Animal life is stressed over plant forms in the game,
but the game materials can be adapted for the study of plant development.

The game can be used in giades 4-1Z. The basic format .7 the game
can easily be adjusted to lower grade levels to help relate present day
" animal life to different environmer.ts, such as deserts, mountains, and

marshes, -
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DESCRIPTIONS OF GAMES
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Overview,

AQUA MATH

-

This board game is designed to help the child master the cancepts of basic math
facts (addition, subtraction, multiplicatioun, and division). It incorporates
the use 0% the open sentence, frame, numdber senteuce, and number line into

the learning of these skills, Suggested for use 1r the primary and low inter-
mediate grades, the game is one which can be played by as few as two children
or by as many as the entire class.

The same format ¢an be used to teach spelling.

Objectives.

A. Behavioral,
1. Given the following 40 number sentences which are found in the game
(see Appendix B) the child should be able, without the aid of any
reference materials, to write the correct answers to at least 30 of
the facts, thus demonstrating his intuftive understanding of nunkters,

=(J s5-s5= 2 ones = [ ] How many ones in 37
=[] 7-2=[] 2 fours =[] How many ones in 5?
=[] 9-4=] 2 sixes =[] How many ones in 47
=[Qw-4<0 2ntes =] How many ones ir 107
=[] 11 -6 =] 3 threes =[] How many ones in 37
=[J12z-4a=] 3 fours =] How many ones in 67
a[J12-9=0 4 wos=] How many ones in 127
=[] 13-8=0] 5 tws =] How many ones {n 18?
= 15-6=] 5 threes =[] How many ones in 12?
[Jie-8=0] 6 ews=01] How many ones in 162

N
.

Given the following 20 addition facts not found in the game, the child,
with the aid of a numbcr line, should be able to show that he under-
stands the relationship of addition and subtraction b7 writing the
inverse operatiz§>of addition, e. ubtracktion (Example:(:)ﬁdi5= 10,
therefore !I @ or 10 - }. The lower limits of
acceptable performance will be 16 correct responses in a 20 minute
period.




ooood

‘\
-+

1+ 3 =[] 2 + 8
145 =[] 3

-0 sese0
4 + 8 =D 6+ 6 ==D
1+8 =[] 347 = v =] 7+3=0]
2+ 3 =] 348 = S+ 4 =] 8+8={]
2+6=] 4+2 =[] S+ 5 =] 9+6=[
3. Given the following 20 number sentences which involve both the
multiplication and division processes, the child should be able
to show that he understands the relationship of multiplication

and division by supplying the correct products and quotients of
at least 14 of the preoblems in a 15 minute period.

+
(98 ]
i

5 threes = D ; How many threes in 157

3 fours = D ; How many fours in 12?
-5 twos = D ; How many twos in 10?

2 sixes =[:_] ; How many sixes in 127

3 threes =D ; How many threes in 9?

4 ones = D ; How many ones in 4?

4 tvns = [] ; How many twecs in 8?7

2 nines =D ; How many nines in 18?

1 five =[:] ; How many fives in 52

2 threes =[:] ; How ruany threes in 67

6 ones = D ; How many ones in 6?

2 elights =[:l ; How many eights in tn?

2 twos = E] ; How many twos in 4?

2 fives =[:] ; How many fives in 107

3 twos =[] ; How many twos in 6?
6 twos =D ; How many twos in 12?
2 sevens = ; How many sevens in 147

; How many ones in 57
; How many threes in 12?

; How many fours in 8?




B. General,
1. The learuer should undergo meaningful experiences (such as
using number lines and manipulating .cncrete representations)
which should help him discuver soluticns to problems.,
e 2. The learner should develop a readiness for the further study of
mathematical ideas and concepts by practicing fundamental mathe-
matical concepts.

I1I1. Materials and Game Components.

A. Needed Materials. :
l. . 21 sheets of yellow oaktag paper (18" X 24'"). Each sheet if for six
Fish Number Cards used in the game. See Appendix A.for {llustration
of Fish Number Carde. 'Three sheets for Baby Fish. (See Appendix A.)
2. 108 giant paper clips. (One {s glued to each Fish Number Card used
in the game.)

3. 2 slender branches from a tree to represent fishing poles.

4 2 small horseshoe magnets.

5 2 sections of cord, each 36" in length.

6 2 dowel sticks, each 36" in length.

7. 2 "net" cabbage bags. ('"'Net" orange bags can be substituted.)

8. 2 wire coat hangers.,

9. 2 one-quart berry baskets. (Small boaes can be substituted.)

10. 1 bottle of Elmer's Glue-All.

11. 1 large cardboard box used to represent the fishpond.

12 18 sheets of 22" X 28" poster board (eight white, three yellow,
one blue, two red, two green, two orange).

13. 8 brass fasteners.

14, 2 felt-tip markers (red, black).

15. Yardstick.

16. Chalkboard compass (optional if one is unavailable, attach a string
to a plece of chalk).

17. Protractor.

18. Compass.

B. Construction of Game Componemnts.

1. Fishpond:
Line cardboard box with a sheet of blue poster board.
2. Fishnets (Construct two):

a. Sew the 'met' cabbage bags onto bent coat hangers.

b. Tape dowel sticks onto the ends of the coat hangers. (See
Appendix A for illustration of fishnet.)

3. Fishpoles:

a. Attach a cord to each slender branch.

b. Attach a horseshoe magnet to the end of each cord.
4. Fish Number Card: B

a, Trace and cuc 6 Fish Number Card from each sheet of yellow
oaktag paper. (See Appendix A for exact model and size.)

b. Place an open sentence on each of the Fish Number Cards (see
Appendix B for these addition, subtraction, multiplication,
and division number sentences).

c. Glue a paper clip to the reverse side of each Fish Number Card.
(Fewer or additional Fish Number Cards can be constructed.
The number depends upon how many basic number facts the
teacher wishes the child to learn. However, it should be
noted that if fewer Fish Nuwber Cards are constructed, perhaps
not all the behavioral objectives in the game can be met.)




5, Baby Fish Cards:.

Cut and trace 100 Baby Fish Cards from yellow oaktag paper

(see Appendix A for exact model and flilustration).

6. Tape Measure Number Line:

a., Use yellow poster board.to construct two Fish Measure Number
Lines (4" X 28").

b, Use a black felt-tip marker to write numerals 1-27 on these
strips of poster beard (the poster board strip is 28" long;
therefore, place each numeral on each of the inch markers).

7. Baby Fish Pond:

a. Line each quart berry basket with blue poster board,

b. Place 50 Baby Fish 1into each basket.

8. Giant Fish Checkers: (Eight checkers are needed. Each team will
be given an addition, subtraction, multiplication and division
Fish Checker.)

a. Lower Numeral Disk. '
(1) From the white poster board, cut out eight dishs, 18"

in dlameter.

(2) Section each of the eight disks into 27 equal sections.
by locating the center of the circle and lightly.drawing
lines from the center to the perimeter. (Use protractor
since the angles must be precise.) From the center or
vertex of the circle, locate the following points on one
of the radii : 3", 4%", 5%", 65" and 8'". Use compass
to draw circles lighc1y on the disks at these exact locations.
Use this same procedure to locate the precise peints on
each of the additional seven disks.

(3) On each of two separate disks, place numerals which relate
to the addition facts found in the game. Follow the same
procedure for numerals which felate to the subtraction,
multiplication, and division facts. (See Appendix C
for complete illustrations of the disks and positioning
of the numerals.)

b. Body of the Fish Checker (cover to be placed on the lover
disk).

1. Cut a large fish .see Appendix D for exact specifications
and illustration) trom each of the remaining eight sheets
of colored poster board (two each- red, orange, yellow,
and green).

2, Determine the exact positions of the apertures by locating
the same angle and positions from the center of the body
as were found on the Lower Numeral Disk (see Appendix D).
Cut out the three apertures. (Notice on the illustration
that the position of the mouth {s one segment lower than
the segment directly cpposite the one in which the other
two apertures were cut.)

3. Fasten with brass fasteners the two bodies of the yellow
fish checkers onto the two beparate Lower Numeral Addition
Disks.

4. Follow the same procedure and fasten the bodies of the

green fish checkers onto the two separate division Lower
Numeral Disks, the orange bodies onto the separate
multiplication Lower Numeral Disks, and the red onto the
separate subtraction lLower Numeral Disks. (The eight Lower




Numeral Dizks of the {ish checkers will rotate freely
benecatih tie coicrtul postsr board tish cover. (ihe
strateglc apertures should reveal the number seatenc: and
the arswer {rcom the Lower Numera! Disk.)

5. Use the black tcle-tip marker to write the numzarals which
appear through the two apertures at the lett of the rish
Checkery  Use red telt-tip mavker to write the numerals
that supply che answers.

6. On the addition fish Checker (sce Appendix D), place a

- plus sign betweer the two apertures at the left. Place
a nlaus sign on the ~ubrr1~r10n Fishh <haecker and prine
the so2ntence, "How ~an.{“;xnl ]?” on o the 2itisten Yieh
Checkers. The anl!tiplication Fish Checker: do no: werd
any sigus or questions written on thew.,  (Sen Apperdix D
for the exact lotatinus of the sigus, ete, writien on
Fish Checkers.)

1v. Procrdures. :
A. A team o¢f cix to eight chiluren car plav AQUA MA.  Assign Tean A (four

n
pupils) t¢ onz side of the {ish potd ard aszign Team B (four puplls) to
the oppocite side.

B. Give each f=2am a net, tish poie, four Fiah Checkers (additien, sudtrastinn,
multiplicatien, and divigien), a Tape Measure Numbar Linre, and a Bab; Viash
Pord whizh contains a scheet =7 %0 Baby Fish Carvds.

C. A member of Team A places biz fi:hpele in the pond and veithes a Fish
Number Card.  (The magaet on the poie will attract the paper clip on
the fish.) The player reads tne chlzm on the Fish Ninwer Cavd, If
the corvect answer is gi&ﬁr an is va challarge frem che opposite
team, bozh teaws dial tre Fizh Checker and verify the arawer. 1f the araver
is corrert, Tecam A "rets’” Lhe fish. before anyane van "net" a flsh, the
Fish Checker ruzt bte covsulied by both tears and the auswer verifio

D. If a chiid giwss an inaccurate response to the problen and a wember of
Team B challerges nim, rhe aerber of Tear B mav correcr the angwar hiat
nust alszo proe +that bl auaver 1s the correct one. He dees thiv by
arraagicg the Bawy Fish irto sets, transiating the preblem sttuanion

1§
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Lo
o2

-t
Ve

l.}

into a uunmbaer story ov sertence, and zuppiving the warrect ansdser.
(Exarple, 4 4+ 2 =th. “1 bavre feur fish and caughi two more, Now 1
have 3ix tist" or a rore "wer fist and four fish are six fiab.")

Both tear: fopsuit the Fich Checker. The team thar prosides the correct
answer "mats' tte €ish.

E. If a nerter of 38 t2am catohzz: o fi:h fvem the pornd avd bas diéficulty
determining the anzwer, be 18 pormartted to analvie ke problesw by
enploying his schenl of Bavy Firab.  (Thds offars a vicuatizasioa ot the
probles by ewplotirg “ovnrete representationa,)  The plaver taw also
aee bl: worter Bioe to discover the aravers, If the player seleae the
protilen, ris team {5 permitted o "net” the tizn,

t. LE an 1ooorract resporse 15 gl oen and the opposite tean offers na chal-
Tenge, borh rawsz corsalt the Yisn Chatker:, betsie aware of b iracs
cutat, . acd ore ot tbe cvahery rosses the f{sh bask Lnco e ooad,

G. ba b tooa takes g o weitioali the fi:h have beza cavger a1 atred.

O
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Win Criteria.

Each team counts the fish in its net. The team with the most fish wins.

I. Debriefing.

A.

The following questiuns may be appropriate:

| Why do you think you won the game?

2, How many fish did you catch, Team A?

3. How many fish did you catch, Team B?

4, Why do you think you caught fewer fish?

5. How did the Fish Checkers help you?

6. How did the Baby Fish help you discover the answers to the problems
that you didn't know?

7. Did you use the number line? How did it help you solve your

problems for addition? multiplication? subtraction? division?
(Have children relate -heir experiences).

8. Which did you preter to use to help you discover answers to the
problems =-- the number line or Baby Fish? Why?

9. Which problems seemed difficult for you?

10, If you play the game again, what do you think you could do to

make sure that you win?
A possible and optional activity to introduce the word, set.
(Place 12 Baby Fish 1in the Fishpond or on the flannelboard,
them in any order.) Ask "How many fish do we have in the pond?
Suppose three of the fish began to swim in this direction." (Have
child place three fish in one direction.) '"Three fish swim in this
direction." (Child places taree in another direction.) 'Three swim
in this direction." (Child places three in third direction.) "Three
swim in this direction." (Child places three fish in a fourth direction.)
""How many groups or sets of fish do we have? How many fish do we have?
How many fish are in each set? What have we dene?" (''Yes, we've separated
or divided them into sets.') 'Now in the center of the pond is a big
fly which these fish would like to have for a meal. What do you think
the fish will do?" (Show the representation.) "What have we done. Yes,
we've added 3 + 3 + 3 + 3= IZ]or we can say that four threes are 12 or
4 X 3= |[12 Now let's suppose a fisherman just like you came to this
pond. He thought that he'd catch more fish than that, so guess what he
did with these three Baby Fish." (A Fish Checker or the Number Line can
be employed to prove the answer.)
Test according to the behavioral objectives.

II. Results of Tryout.







Appendix B

Addition:

0+6=["] 4+6 =[] 6+9 =[]
0+8 =] 4+5 =] 7+2=D

1+7=D Q+7=D 7+5=[:]

2+5 =[] 4+9 =] 7+8-=

2+9 =[] 5+3=[] 8 + 4= |

3+2 =] 5+6=[" 8 + 6 =

3+4 =[] 6+2={]

3+6=[) 6+4=[] 94+ 4 =
P72 =]

[\
4

3+9 =] 6+ 7 = 9+ 8 =]
Subtraction:
4 -0 =[] 9 -6 =] iz -9 =[]
4 -2 =] 10 -4 =[] 13 - 6 =
5-5=] 10 -7 =[] 13 - 8 =
6-3=] “10-8=[] 16 -6 =[]
6 -4 =] 11 -3 =] 14 - 7 =
7-2=[] 1 -4 =[] 15 - 6 =
8-1={] 11 -6 =[] 15 - 8 =
8-3=[] 12 -4 =[] 17 -9=[]
9 -4 =[] 12 - 8 =[] 18 - 8 =
Multiplication:
1 one =[] 2 fours =[] 3 fours =[ |
1 two ={ ] 2 fives =[ | 4 ones =[]
1 three = | 2 sixes =] 4 twos = ||
2 sevens =[] 4 threes = |

2 eights = (i] 5 ones = {:]




Cstx =[] 2 nines =[] 5 tuos =[_]
! ones = D 3 ones = ‘::] 5 threes = [_:J
! twos = D 3 twos = [:] 6 ones = [:]

} threes =[:] 3 threes "[:tJ 6 twos = {j]
Jivision:

{ow many ones in 27 How many threes in 127
low many ones in 37 How many threes in 157
1ow many . ones in 47 How tany threes in 18?7
{ow many ones {n 57 Hew many fours 1n 47
{ow many ones in 67 How many fours in 8?
low many twos in 27 : How many fours in 127
fow many twos in 47 How mary fours in 167
iow many twos in 67 ’ How mavy fivez {0 57
{ow many twos in 87 How many fives in 107
{ow many twos in 107 How many fives in 157
{fow many twos in 12? How many sixes in 67
low many threes in 37 How many sixes in 127
fow many threes in 67 ' How many sixes in 187

low many threes in 9?




Appendix C
The Lower Numersl Disks for the Giant Fish Checkers

White poster board should be usel for the lower disks The measurements must be

precise so that these numerals will appear through the aperture of the top disk.
(Use pencil to place numerals on disk, In rase of error,)

Addition:

\\ Do not plare any .

numerals in the
third circle.

18" in diameter




The Lower Numeral Disk for the Giant Fish Checkers

Subtraction:

18" in diameter




The Lower Numeral Disk for the Giant Fish Checkers

Multiplication:

18" in diameter




The Lower Numeral Disk for the Glant Fish Checkers

Division:

PP

18" in diameter




Appendix D
Bodies of Fish Checkers (Covers [or lewer additicn
numeral disks)

Additien:
— e Use two sheets of yellow poster
' boaid te construct two bodies,
Use felt-tip marker to add
plus sigas to covers.

AN N
N\
\ 7

- \

e \
(8" tail) (cut o 4 24
: (18 3/4" diametecr) /
WO, (N @ { @}
- out) \ l

el

) \.\\~

26 3/4"

8" tail pius 18 3/4' in Jdia~eter ol ~1rele ' '
Note: The position of the mouth is one segment lower than the svgrent direztly
opposite the one in which the cther two apertures were cut.
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BID-A-WORD

I. Overview.

This hybrid role-play and board game promotes the learning of prefixes in the
Junior high grades.

This game could also be used to teach the meaning of suffixes. It could also
be used to provide drill in foreign language study: for example, verb endings.

II. Objectives.
A. Behavioral,
l. Given the following 20 definitions and selection of preflxes and
roos words:
Definitions
a. To carry acrouss
b. 2o turn across
¢, To carry a magsage
d. To go back, withdraw
e, To express disspproval of
£f. To turn back
€. To g5 before or in front of
h., To write at the beginning as a direction
1. To carry away
J. To write an aczcount, of
k. To put down
l. To demcnstrale invalidity; to prove wrong
m. Tc carry into
n. To make better
0. To put upon
p. To carry away
g. To put out cn show
r. To go along with; to acknowledge
8, To talk together
t. To write as a lasting record.

Prefixes:
Trans, Re, Pre, De, Im, Ex, Con, In

Root words:
Port, Cede, Scribe, Prove, Verse, Pose

the student should be able to match a prefix to a root-word to make
a word t0 correspond to each of the given definitions, with at least
90% accuracy.
2, Given the following list of 20 words involving prefixes:
a. depose
b. disprove
C. imprcve
d. transverse
€, report
f. improve
g, recede
h. rconverse
i, inscrite
J» export
k. councede
1. expose




B,

m, deport

n. reprove
o. pregorite
p. trarspout
q. preceae
r. des:rite
8, reverge
v, 1wcpose

the student chould be zhle to write correct definitions for at
least 80% »~f ‘hom.

Genzxal,

1. The student shouid be able to recognize the effect of a given
prefix on different roots.

2. The student shculd te able to use a dictionary more efficiently.

III. Materials and Gars Compongnts.

A,

O

ERIC

Aruitoxt provided by Eic:

Needed Materials.

1, Construct.on paper of two differert colors for prefix and root word/
definiticr cards

2. Construztisn papsr 1c te used as score cards (cne sheet for each student
in the zlass).

3, A getv of dicticnaries, all alike, one for each student in the class.

4. Paper and pencil for each student.

5. Envelcpes {one for each student).

6. Counters to repreaent money (45 coins per atudent),

Constiaz*izn of Game Crmpcnents.
1. Game caris:

Cul cons-rustion pager of two different colors into cards. On one
color, writs varicvrs: prefixes; on the other, write varioue root words
and definiticns {suggested words are given in section II; others can be
taken froe a spenifis dicti:nary whizh ‘he students will use). The root
ward/definl’Aan cu:n? are gaxsigned pnint values of 5, 3, 2 or 1; these are
written in the lower right ~ormer of each zard (see diagram).

a. Prefix carus:

PRE SUP
etc,
b. Root word/definiticn cards:
~-PORT & Root Word
Def. To carry across & : Definition
@ 4 Point Value

2. Score Cards:
Construct szore <srds according to the following diagram:




Iv.

3
BIDDING ROUND_# SCORE
QBRI DEFTHITION

-

RIDDING RCUND #3 I

MONEY SCORE (1 pt. per 10 coing)
TOTAL SCORE

%, Szt of dictionaries (see IV, A, 3},
4, Studernt packets:
Erwvelcpes ¢ontaining counters to represent money (45 coins per student).

€. Roles.
1. Auctioneer {one member of class).
2, Bidders {remainder of class).
3. Clerk (teacher or competent student).

Procedures.

A. Bach stucent receives:

1. Five rent word/definition cards {one of § point value, one of 3
point value, one of 2 point value, and twoc of 1 point value).

2. An envelcpe containing 45 counters or pennies for use during the
entire game.

3. Paper and peneil,

4. A dictionary.

5. A scere card.

B, To begin, seven prefixes, either selected by the teacher or chosen randomly
from a pack of prefix cards, are placed for bid by the auctioneer.

C. Students are given five minutes (or a time period suitable to their ability)
in which to use the dictionary to look up and check words which can be
formed hy ~cmbining aay of the prefixes for bid with any of their root
words, to see if the complete words would fit the given definitions.

D. At the end of this five minute period, bidding takes place:

1. Thre auctionear austions off one prefix at a time, selling %o the highest
biddar,

2. Ths bidder claiming the prefix must justify his claim by reading his
complete word and following it by the given definition.

3, The CIHRK either azcepts the word as correct or rejects it. (Some
discussion may take place at this stage if a word is rejected, to see



hew the error occurred.)
4, If a word is rejected, the bidder must return his prefix to the auctioneer
and forfeit the money he paid for {it. The prefix can then be re-auctioned.
5. Auctioning continues in this manner until all prefixes are either sold
or unwanted, which marks the end of bidding round #1.

E. Sctudents eater their score for round #1 on their score cards, filling in
the .words and definitions for which they gained points, and the aumber of
points galned.

F. Rourd #2 i2 played exactly as round #1, using new prefixes and re-dealing
roor word/defianicion cards.

G. Round #3 iz played exactly as round #1 (number of rounds can be varied as
desired).

H. Each student counts hies remaining money and scores one point for every 10
cofins, Theze puint3 are entecred on the score card.

I, Scorez are totalled.

V. Win Criteria,

The studenat with t.ie highest secore wins.

VI. Debri:tizg.
A, Some debrieiing cakes place during che game when words are checked by
the clerk., For zxample, these questions might arise:
1. Way i3 yoir word the wrong word for the definition?
2, What mage sou tiink che word was correct?
3. Wh.at dos: your weed really nean?

B, Afrer the gar: L3 completed:

1. Ask winner as to why he won. Answers might include: wvalues of his
definitiocn cards; luck of the deal; rapld and accurate use of dictionary;
wige use of meney in proportion to the value of his words; demand for
a cec*ain prefix, etc.

2. Ask the rzzt of the class why they did not win. An3swers might include:
overspent on a prefix of small value; unlucky cards dealt; slow in
using the dicstionary; mistakes with words; prefixes needed were of
more value to somecnc else, etc,

C. Test acenrding to the behavioral objectives.

VII. Results of irysut.




1.

II.

III.

BOLIGUAY

i e s st B Avpntt

Overview.,

A role-play game, BOLIGUAY teaches about interest groups and problems in a
Latin Amer:ican country. In'Boliguay ," a fictitious country, four interest
groups attempt ts influsnie a legislative decision. Designed for use with
sixth graders, this game can easily be adapted for use at the secondary
level. FEntire <lasses can play.

By rewriting the r:les and s:enario, a teacher could use this game to study

the legislative process in a Buropean country, an African country, the United
States, et:z.

Objectives.

A. . Behavioral,

1. Given no reference materials, the student should be able to list the
four interest groups named in Appendix B.

2. Giver a s:raabled list of the characteristics of the various interest
groaps {found 1n the roles in Appendix B) and the names of the groups,
the stuzent should te able to match each characieristic to the proper
groug.

3, Given no reference materials, the student should be able to list
four wajsr needs of unéerdeveloped countries. These needs are mentioned
ir *he roles (see Appendix B) and include:

a. education

t. devalcpment of natusal resources

¢. improvemznt of health standards and facilities
d. e:conowic develcpment

B. Gensral,

1, The student should gain insi:it into the interactions of interest

groups in a <cciety.

2. The s*udent shcald btetter understand the connection between geography
ard eroncmic, political, and social conditions in a country.
The stuaent should te able to perscive that cocoperation between in-
terest groups is necessary for progress.
The student should gain a better undarstandlng of the problems of
underdeveloped nations,

2\

Materials and Gume Componants.

A, A scerario describing the sccial, econcmic, and political conditions of
"Boliguay" for each player (see Appendix A).

B. Group roles zentaining instructions for members of the Congress (see
Apperd:x B).

C. Roles fcr players on each team; i.e., industrialists, hacienda owners,
peons, and small farmers (see Appendix B). These roles contain the
characteristics of each team as well as their needs and goals.

Procedurea.

A. Time Pericd 1:
1. As=z:gn four students to each interest group; the remaining pupils are
members »f the Congress.
2, Give €a'h player a general scenario and his role.
3. Des:rite the game to the class and explain the win criteria (see
sectim V),



4 All:w time for students to read their scenarios and roles.

B. Time Perizd I:
1, Each interest group chooses its own chairman or spokesman. A member
of Corgress is also elected as speaker.
2, For several minutes, interest groups discuss their gecals and ways
these may te atiained. Then the chairman of each interest group
addresses the Congress,

C, Time Feri.d 5

1. Conduz: a voting session in which each player orally states his vote
for a particular project. Each interest group receives a block of nine
vote3, and each member of Congress receives one vote. Since a majority
{deperding on number of pupils) is necessary for approval of a project,
it 1s neot likely that a project will be approved in the first round
of voting.

2. The teacher or an appointed student tallies the votes on the board so
that players can scc how cach particular group is voting.

D. Tiwe Fer:ui 4:

1., Trstract the interest groups that in order to get the votes necessary
te pzsi any project, they are going to have to form partnerships or
~2aiitiona with one or more of the other groups,- They may have to
awrt:h from their preferred goal to their second preference.

Allew the interest groups to bargain with each other. Each chairman

should keep the sessions organized and do the bargaining; he can be

advised by other members of his team. Alliances or partnerships

can be formed.

3. At the same time as (2.) above, Congress (controlled by the speaker)
haz a general debate of the issues.

El Tlmc PE-I‘J.\.A 5
1, Agaim Congress and the interest groups orally state their votes.

’

?. If there is no winner, proceed to Time Period 6.

™o

7

F. Time Pzrizi &>
1. Interest groups continue bargaining and forming new coalitions,
Tonr=e groups may have to unite.
¢, Allow coalitions to address Congress to sway votes.

G, Time Pariod 7:
1 Cc.aTb g and ccalitions vote for the final time.
(Nﬂ1e= It 18 possible that during the time alloted the game, no
pro2tct will win. Should this occur, it can be pointed out to students
that Congresses are frequently stalemated in this way because of vested
1nccre§t grcups and their failure to compromise and cooperate success-
fully

V. Mingriteria
Supporters =f the project which first receives a majority vote are declared
the winners.

"VI. Debriefing.

—— e --‘.-_

A. The fclliowing questions may be appropriate:

1. Wha' interest groups were at work in the game?

2, Wha! mcs* influenced the way,you voted?

3. Why 1s 1t sometimes necessary to modify your goals?

4  Wnat are the charazteristics of each interest group involved?
5. Which project was most important to each group and why?

6 O'her guections felt to be appropriate by the teacher.

Test arcirding to the behavicral cbjectives.




VII. Results of Tfyout.




- CAMP~A-RAMA

1. Overview.

A teaching gane dezigned for the elementary grades, Camp-A-Rama will help the
student make decisions to overcome the unforseeable situations that may arise
during a camping adventure. Puplls may also learn the advantage of sharing.

This game may be played by two to six players, or groups of players, from
grades 3 to 6,

I1. Objectives.
A. Behavicral,

1, The student will be able to distinguish various types of camping
equipment used cn a camping trip.

2, Thre student wiil be able te select proper equipment to be able to
gurvive the unforseeable situations that arise during a camping trip.

3. Tqe chlid shculd be able to choose a path that will enable him to
reach wis goal wich least difficulty.

4. The cziid will be able to compare the effectiveness of cooperative
vera:e individual strategy.

B. General.

1. The child shtould be more aware of the many unforseeable situations
and ':azards encountered during a camping trip.

2. The children ghould be able to make deciafons more effectively.

II. Materiali and Game Ccmponents.

A. Needed Materia’:z.
1. Two s=¢ets of white poster board (22" x 28'").
2. Three felt-tilp markers (red, blue, green),
3. Masking tape.
4. Elmer's Glue-All,

5. Optional -~ various colored felt-tip markers to make camping scenes
on beard,

6. 8ix pace markersg.
7. One set "Instant Inganity’.

8. Magazine or catalogue pictures to put on equipment cards (Sears -~
S & H Green Stamp).

9, Seven envelopes for each set of cards.

IV. Construttion of Gaire Components:

1. Board.

a, Tape together white poster board. Draw the designated paths as
{1lustrated (see Appendix A).
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b. Add a cave at each intersection,

c. Color the blocks red, blue, or green on each path as indicated.
Leave blank spaces white.

2. Equipment Cards,
a. Cut 54 {ndex cards Iin half.

b. Label each card to correspond with the following list., Cut pictures
from magazines or catalogues to correspond with the label,

1. Tent, 10. Canteen full of water,
2. Radio. 11, Hatchet.
3. Matches. 12, Mess Kit.
4, Flashlight, 13. Compass.
5. Baseball. 14, Knife,
6. Rope. 15. Food.
7. Can Opener. 16, Food,
8. Sleeping Bag. 17. Food.
8. Firsc-aid Kit. 18, Food.

c. Make six sets of these cards, -

3. Hazard Cardaz.
On individual index cards put the following:
Thundersterm Group Equipment Individual

1) Keep going 5 spaces and

u3e ail matckes to light You dropped one item in the

five
creek,
or
2) Go back to nearest cave
or

3) Go home,

Flashlight Individual First Aid Kit Individual

1) Use flashlight to go
through dark tunnel and
move 6 rpaces and batteries

are ueed
or

2) Move slowly 3 spaces and
creep through the dark
tunnei.

You scratch your ankle ona twig
1) Use first aid kit to move
2 spaces
or
2) Stay where you are
or

3% 1f you have a partner he
elps” you advance 1 space

or
4) 1fyouhave lst aid kit and
partier, you advance 3 spaces.




Time to eat Group

1) Wwith a food card you will
have enosugh energy to
move b6 gpaces

or

2) Relax.,

Individual

You feel like running.

Ren aliead &4 spaces.

Firzc Aid Ki¢ Individual

1) You just got stung by a
btee - With first aid kit you
can wove €0 next coior

or
2) Lose one turn,

=

Individuai

1) Use rope to help you over

the swamp and leave it behind
or

2) Go around the swamp and

miss next turn,

Rope

Individual

1) You found zcme wild straw-
berries aleong the path., You
may take 1 extra food card

or
2) You can rin akead 5 spaces

Food

Knife Individual
1) Go home and get your
knife which you may need
later to c¢ut through the

briars
or

2) Stay wrere you are

or
3) If you have a knife you
may move 2 spaces.

Individual
You are lost in thick bushes.

Compass

1) Wait for 1 turn as you
climb a tree
or

2) Use your compass and
move 2 spaces,

——

Hatchet Individual
1) Chop tree limt3 and cliab
over to next coler block

or
2) Misa 1 turn while going
around fallen tree.

Individual

1) Climb mountain. Leave
tehind 2 pieces of equipment
and move 2 spaces

L or

2) Skip 2 turns while you
go around the mountain.,

Equipment

Individual
A Bear ahead --

1) Go back to nearest cross-

path and change direction
or

2) Miss two turpns and wait

for bear to move.




-

Tire to eac Group
1) T2ra in fecod card to
move 6 apace:
or

2) Stay where you are.

CGroup

Blanket of fog -~

1) Use compazs to move to
next color
or
2) With no compass wait
2 turns till fog lifts.

Nigttfa.. Group

Pitch tent cvr go vack to

nearert cave or g9 Latk hoae.

Knife Individual

1) Use knife to cut through
briars
or
2) Misa next turn to go .
around briar patch,

Mess K« Irofvidual
1) G> T51: and gev wour mess
kit wnich you aay aeed
later to ¢oiv & meal
‘ ot
2) Stay where yoi are
or
3) If vi2 tave a neas kit
TCve 2 SpraleT,

Food Ind{ividual
1) Stop for a meal. VUse
1 food card
or

2) Search for food and
mice one turn.

" Food Individual

i) Stop for a meal, Use
" one fcid card

oY

2) Search for food and
mics one turn,

A

Food Individual

1) Stop for a meal. Use
one food card

or

2) Miss mext turn while
searching for food,.

Cunte:n Individual

If your canieeun s ewpty

yau may {1l it at the spring.

Canteen Individual

The sun is hot.
') Drink a little water
and rest ’
or

2) Drink all the water in
canteen and go 6 spaces
or

o 3) Go back to the nearest
IERJ!: blue block to a spring,




4, Campsite Events,
a, Cit index cards in half., Print the following on each card:
1. Weiner Roast
Do:ble Value
Knife
Matches
First Ald Kit
2. Tug of War

Doubie Value

Rope
Canteen
3. Overnight Trip
Triple Val:e

Tent
Sleeping Bag
4, Overnight Trip

Dou-le Value

Sleeping Bag
Megs Kit
V. Procedure,
1. Any number of children may participate in the game. If there are more

than six players, group playing is recommended.

2. Each player receives a packet of cards, He selects any 6 cards and
returns ocher cards to packet and puts aside. Selected cards are laid
face up In frecac of player,

3. Player decides path he will follow,
a. He may choose same path as another player 1f he so desires,
b. As player progresses, he may follow alternative paths,

4. He rolls cube and moves to color designated by cube. If the white cube
fuce is on the top, he must take a hazard card. Hazards will be read
aloud and are for either all players or individual player, as designated
on the card,

5. When 2 players are within 10 spaces of each other they may join forces.
a. They must then stay within 10 spaces of each other at all times.
b. They may share all equipment except sleeping bag and food,
c. The player in the lead must wait at entrance of camp for his teammate,

d. Either player may decide to go alone at any time and end the partner-
ship, except when he is at the entrance to the campsite.




Win Ciiteria,

The first pecson to arrive at campsite receives 6 points, Second receives
5 pointa; third, 4 pointg; etc,

After all players have arrived at campsite, a card is then selected from the
campaite evente (by the first to arrive at the camp) to determine point value
of each remaining piece of equipment. The equipment not mentioned in the
"campsite event' will receive 1 point,

The child with the largest total is the winner,
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CLD{B-0

I. Overview. -

This board game enhances the teaching of short and long vowel sounds and
increases vocatulary. It is designed for children of all abilities in
grades 1-3. Groups of four children can play.

The same format can be used to teach blends, digraphs, and other phonic
elements, or ta teach aumber facts and review arithmetical computations.

I1. Objectives,

Al

B,

Behavioral.
1., Given a list of 20 words: «cake, with, clock, apple, pet, fruit,

eat, ice, coat. umbrelia, uncle, btag, pig, dbe, use, tive, desk,
cave, wrote, drop, >y means of oral dictation, the child should

be abie to distinguisk correctly long and short vowel sounds within
16 of the woras. The criid's answers are to be given orally; he:

must name tte vowel c¢oatained ir. the word and state whether it is

long or short,

2. Giver. a printed list of 20 words from the game (see Section 1V, B,

Gene
1I

2.

1, A, Eﬁ} ), the child should be able to read them orally with
80% accuricy. Each word mus: hte read within 5 seconds,

ral.

Throuzh hearing new words, the child shcould te atle to increase his
oral vecaczvlary,

Through reading new woras, the child shouid be able to improve his
sight jocatolary. .

II1. Materials a~d Gaxe Corfcnents,

A,

tide
time
hen
tip
map

Need
1.
2.
3.
4.
5.
6.

Game

L

got
ate
meet

use
hut

ed materials (for one gro.p of four children):

1 sheec of whize 24' x 28" poster buard,

3 sheets of biue corstruction paper,

3 fele-cig mwarkerst iack, red, bl..ue,

Ruler.

Scissors.

4 place hoiders (buttons, counters, kerngls of corn, or plastic
disks can te used).

Components.
Playing cards.
Cut construction paper into 47 1" x 3" rectangles,
a, Word cards:
(1) Print the foliowing words on 40 playing cards (1 word/card):

hope rip cat ride step hat
line cut side hot cot met
cop late mat meat hate go

hop sat let bat fat top
pet hide but stop pat fitte



IV, Procedures,

A.

B-
C.

Place the shuffled deck in the center of the board, word side up con the word
cards.

Each of the four players puts his place holder on his home space.

Player 1, lower right hand corner. draws the top card from the deck. He
must read the word alo.d and name the »owel and vowel sound that it
contains, By turning the card over, he can check his answers. If correct,
he moves his place holder oue space; Lf incorrect, he remains where he is,
Each child keeps the cards he draws.

1f the player draws a chance card, he does exactly what the card cells him
to do. '

The game progresses in a clockwisze direction around the toard until there .is
a winner. 1f the deck is used before a player wins, the cards are reshuffled
and play continues as tefore.

V. Wir Criteria,

The firsz piaver o id.uvce his piace boider up his ladder into the center spot
is the winver.

VI, Detriefi-:.

A,

O

ERIC

Aruitoxt provided by Eic:

1he follcowiag questions may we appropriane:

1. Can yecu nane a werd from the gare which contaizs a long a?  short a?

iong el short e?
long 17 stort i7
long o? shore 02
iong u? shart ?

2., What {s the same ab.ut a.l lorg vowels? {They all say their name.)

3. What can , s d~ {if you do =ot xnow if a3 wowel is long or short? (Read
the word usi:ig tre icnz wowel sound; read it again using the short
vowel s:und, Wrich ore souvads lide a word you keow?)

4, Flash the word cards tef-ce the students. Alluw each child five
seconds to read the word filashed tefore him.

Test according to beharioral objecti-res,



CONSERV-0

I. Overview.

This {s a board game which teaches conservation problems and practices
in the United States. 1!t shows the departments responsible for the execu-
tion of proper practices for these problems. It is a game that can involve
the entire class of 4th, 5th, or 6th graders in groups of 3 to 5.

KI. Objectives.

A. Behavioral.

1. Child will identify areas of the United States where conditions are
are most likely to occur.

2, Child will describe "freak'" conditions of nature which occur in
various parts of the country,

3. Identify government departments concerned with conservation practices.

On a written test the child will successfully lisc ten conservation
problems and their appropriate solutions.

B. General,.

Each child should be able to identify good and bad practices of
conservation.

[I. Materials for one grcup.

A. Needed materials.

1. 22" x 28" posterboard of a light color,
2. TDlie.

3. 8 index cards. 3" x 5",

4, 42 2% x 3" cards.

5. Four rubber bands.

6

One black magic marker and four assorted colors of magic markers.

B. Construction of Game Components.
1. Boaxd,
a. Make outline of U, S. (see Appendix A) on posterboard.

(1) Divide U. S, into 8 geographical regions: Northeast -- Maine,
New Hampshire, Vermont, Massachusetts, Connecticut, Rhode
Island, New VYork. New Jersey, Pennsylvania.

North Central -- Ohio, Indiana, Michigan, Illinois,
Wisconsin, Minnesota, Towa, Missouri.

Plains -- North Dakota, South Dakota, Nebraska, Kansas.
Mountain --,Montana, Idaho, Wyoming, Utah, Colorado.

Pacific -- bashington, Oregon, Nevada, California, Alaska,
Hawaif,




Southwest -- Arizona, New Mewxicc, Texas, Oklatoma.

Southeast -- Arrvansas, Louisiana, Alabama, Mississippi,
Georgia, Florida, South Carolina,

South Atlantic -~ Tennessee, Kentucky, North Carolina,
West Virginia, Virginia, Maryiand, Delaware.

(2) With circles, triangles, etc., mark six moves per area.

b. Color coding of map.
Four colors were used: (colcrs choice optional)
red -- South Atlantic and Mountain regions.
purple ~- Northeast aund Pacific regions.
orange ~-- North Central and Southwest regions,
blue -- Plaias and Southeast regions.

¢, These colers were used to outline each region and to make the
track. The corresponding ccuservation problem cards were also
coded.

2. Comservation problem cards,

Make one problem card for each area., Place the name of the region
at the top, and 1ist the protlems beiow on each index card, 3" x S".

a, Mountain States.
(1) Break in dam fioods valley,
{2) Soil eroded from unplanted hilleides.
{3) Department visit,
(4) Wild gare reserve found on your 400 acre spread.
(5) Wild card.

(6) Ranger checks recreation area often.

b, Pacific Statés.
(1) Wild card.
(2) Offshore oil well leaking.
(3) Your '43 Ford ha¢ no anti-fumes device.
(4) Department visit,
(5) Mudslides cleazed away by this department,

—

(6) Earthquakes -- heavy damage,
¢. South Atlantic States.
(1) Department visit.
(2) Screening of junk yards beautifies your drive.

(3) Legislaticn btans billboards on interstate highways.

(4) No run-off channels to stop topsotl washout,

(5) No fund: allocated for cover of open pit mines,
(6) Wiid cerd.




Northeastern States,

(1)
(2)
(3)
(4)
(5)
(6)

Ugly, unsightly strip mine not refilled,
Awarded safe driiling certificate,
Wild card.

Strip farming done on your farm,

Water polliuted by mine run-off.

Department viasit,

Southeastern Statecs.

(1)
(2)
(3)
(4)
(5)
(6

Cut off timber causes flooding rivers to wipe out crops.
Wild card.

Public recreation area destroyed by hailstorm.

Tonization working on chemical plant controls air pollution,

Department visit.

Run-cff channel écops,

North Central States,

(1)
(2)
(3)
(4)
(5)
(6)

Wild card.
Open Pit mine reforested.

Industrial waste not allcwed to be dumped.

Tornado hits -~ no warning -- severe weather conditions.

Park ratle destroyed by vandalism.

Department visit,

Plains States.

(13
(2)
(3)
(4)
(5)
(6)

Junk yards distrdct from scenery.
Department visit,

Windbreak stops wind erosion,
Wild card.

No warning -- severe weather conditions; 100 lose lives.

No refcrestation -- abusive timber practices.

Southwestern Weatern.

(1)
(2)
(3)
{4)
(5)
(6)

Department visit,

Billtoards are everywhere; mar the scenery.
No law enforcement for littering.

Smokey the Bear prevented forest fire.
Sewage waste dispctsal plant tuilt by DuFont,
Wild card,




Department cards,

On each of 6 cards, list the functions of one department, as

a.

Department of Mines and Minerals.
(1) Abusive strip mine practices.
(2) Off-shore oil slick.

(3) Safe dritling practices.

(4) Open pit mine abuses.

Rureau of Vacation and Travel,

(1) Littering -~- $100,

(2) Billboards --

(3) Help protect public recreation areas.
(4) Vandalism -- ech!

(5) Junk vards -- uglify America.

Department of Health,
(1) Fumes -- air pollution.

(2) Water-polluted mineg,

(3) Water-pollution soived by waste disposal of sewage.

(4) Air-pollution solved by fonizstion of dust particles.

(5) Water-pollution from industrial waste.

=
~n
Lo}

{ce ot Civi] and Detengse Mabilization.
Poor weather conditions.

(2) Earthquakes,

(3) Cracked dam -- flood.

(4) Rain and mudslides.

~~
y—
~r

Department of Forests and Waters,

(1) Lacking trees -- flooding rivers.

(2) Forest fire prevented.

{2 Ahwraiva
e Abugiva ¢

mhayr nractiree

-t r-==-aces.

Department of Agriculture.

(1) Topsoil washout in flooding.

(2) Wind erosion.

(3) Wild Game Preserve.

(4) Strip farming -- good land usage.

(5) Lack of planted fields -- soil eros{on."

follows.



4, Department Visit Cards,

&, The Department Visit Cards are made from the 26 practices
stated ou the Departzeat Cards. Each 2%" x 3" card should contain
one of these pra.tice: with no parts underlined,

b. Also four (4) additional DVC cards should be made cohtaining
the following statement:

You practice good conservaticn -- move on number of spaces
shown on the die,
5. Wild Cards.
On each 2%" x 3" card, list one of the following statements.
a. Waves good for surfing -- get your surf tecard -- stay one turn,
b. Tour mines fcr caref:l inspection, Stay wbere you are.
c¢. Heavy ralngtort causet road wathcut. Go back two spaces.

d. Spend time ccavincing lccal citizens that biliboards are
unattractive. Go cn 2 spaces,

e, Overcrowded vdcation atea -- no fundg available from department.
Move on three (J3) adaitional spaces.

f. No bathing on ¢i. slick beacn for ycu -- go ahead 4 spaces.
g. Ranger invites you to help plant trees, Stay where you are.

h., Health department itind: pcflutisn free water here. Advance
2 spaces.

i. Radio warns of dam tursting. Flee area. Move 5 spaces ahead.

Ive ditections to a lost traveier.

1 Siae em e
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dae flocded ¢t -~ you warn children on a schcol bus -~ go
on 4 space:,
1. Stop to tuy, write aad send postcards. Scay where you are.
m. Flood warning. Take another turn to flee area.
n. Smokey saw you breaking tranchtes from a sapling. Go back 3 spaces.
o. Wild card coverx any errore (emergency card).
p. You "litterbug'" -- misx 1 turn,

q. Smokey the Bear saw you ''douse' that burning match properly.
Move on. Take another thicw.

r. . Rivers frozen -- wait one turn for dog sled.
8. Wild card -- covers anything, hold ior emergency.
t. Heavy smog -- all travel groanded until it lifte. Stay where you are.

u. Windstorm blows dirt 1n jyour eyes. Bonus of 3 spaces to see your
eye doctor.

v. Carving initia.s on park trees outlawed by Smokey, go back 4 spaces.

w. Good con:ervatisnu department practices, go on free ride to the
next area of tre U. S,

Q x. Plcture taking, stay on in the exact spot.

ERIC

Aruitoxt provided by Eic:



1v,

V.

ERIC

y. Road out -- Mudslides, go back 5 spaces because of detour.
Rainstorm, take cover, stay where you are,

a . Earthquake not cleared away by office.
help to local people.

Miss one turn to give

b . Wild card -- good for any emergency.

cl. Stop to have anti-smog device repaired on your 1969 car,
stay on the same spot.

Procedure and rules.

A,

B.

Four or five players are needed for the game. They shake the die from
the highest to the lowest, to find the starting position on the board.

Each player must start in a different section of the United States from
the other players.

The game begins by each player's shaking the die in turn. The number on
the die indicates the related number on the conservation problem cards,
The player must then identify the department which solves the conservation
problem. He then turns the selected department card over to the back to
verify his choice. (The key word in the conservation problem card must
correspond with the key word on the back of the department card). If the
player is correct in his department selection he proceeds the number of
gspaces on the die. TIf the player is incorrect he does not move. On the
track a player 1s to proceed from Florida to Maine.

Department wvisit.

1. When the number on the conservatior. problem card indicates a department
visit the player must choose one ol the six departments he would like
to assist.

He then takes the top card from the department visit card pile.

3. After reading the card the child must decide whether or not the
practice stated on the card is within the jurisdiction of the
department chosen by the player.

4, If upon checking with the Department Cards the player's response was

was correct, he may move the number of spaces shown on the die. 1If
his response was incorrect, he does not move at all.

Wild Card,

1. When the number on the conservation problem card indicates WILD CARD
the player chooses the tap card from the WILD CARD pile and follows

the directions given on the card.

2. The WILD CARD is then returned to the bottom of that pile unless it
is an emergency. Emergency may be held until needed.

Win Criteria,

The rirst person to reach the point at which they began the game via the

planned route on the board.

IToxt Provided by ERI



Debriefing.
A,

The following questions may be appropriate:

1.
2.
3.
4,
5.
6

Why did a certain player win?

What could help you win next time?

Which departments are the most difficult to recognize?

Which practices are similar or nearly alike?

Which practices are more useful in some areas than in another?

How does this game make you aware of the part that our government
plays in conservation practices?

Test according to the behavioral objectives.






Overview.

DILIST

This board game is designed to improve the skills of giving clear and ac-
curate directions and of listening carefully in order to follow directions

correctly.

(If the difficulty level of the game components is altered), it
can be used in grades K-12 in any subject area.

A whole class can play,.

DILIST can also be used to teach colors and numbers on a kindergarten-
first grade level,

Objectives.

A. Behavioral.
(The following objectives are for a sixth grade level. They must be‘; ... .
altered for other levels.)

Given a list of 10 oral directions of the following type:

From this box of pencils, select two red, three blue,
and four greea pencils;
the child should be able to perform the tasks with 90% ac-

|

curacy.

performance,

been given.
Given a geometric pattern of the following type:

pes-=

red \ yellow

blue
green | purple | orange green
yellow ' red

After each direction is given, time is allotted for
The directions may not be repeated once they have

the child should be able to communicate the directions for forming
it clearly enough so that nine out of 10 average students will be
able to establish the given pattern correctly with a box of crayons
and a piece of paper, without seeing the pattern or locking at each

others'

papers.



Materials and Gare Components.

A. Needed Materials.

1.
21

3.
4.

1 .

2l

Sheets of light-colored construction paper {one/player).

2 sheets each of orange, purple, red, yellow, blue, and green
construction paper.

1 pack of 3" X 5" index cards.

Envelopes (one/player).

B. Construction of Game Components.

Game boards: .

Cut sheets of light-colored conmstruction paper into 3" X 5" squares.
Line each of these squares into 25 1" squares.

Individual student packets:

Cut the orange, purple, red, yellow, blue, and green construction

paper into 1" squares. Place four squares of each color into each
envelope.

Game cards:
On each 3" X 5" index card, draw a differeut pattern involving
small squares of the six different colors.

These pattern cards are divided into three levels of difficulty,
The cards containing patterns of a low level are assigned the value
of five points; average level, the value of 10 points; and the most
difficult level, the value of 15 points. (Each card contains only
one pattern.)

a. Examples of 5 point cards:

,! o H
L . 1
preen %yeIIOtbrange blue
L:_‘:—!'- e e re— =
3
yellow
I
preen | red red | green
1
PNT N ot Cagea o m— o
yellow
kreen | red orangeyellow i blue '




b'

Exinples of 10 poinc cards:

orange red purple
X PRI AR - +—
1
.yellow orange
pur - blue '
le -
p , ’ I B
) @
green vpurplef red } blue
e ! ———
blue purpl blue green
orange red purple
C. Examples of 15 pcint cards:
i blue |
Ireen ue
)
yellow yellok green orangé
1. S S
ue purply e red red
] }.., —
yellow yellos Jrange green
en red blue
’l

A,

B.

ERIC

Aruitoxt provided by Eic:

7 Procedures.

The class is divided into two teaws, and each player receives a game board
and packet.

Team I, plaver 1 (and subsequent “communicators" of directions from
each team) can he chosen by asking who has a birthday in January (February,
etc?).

Team I, player 1 comes to the front of the room and chooses one pattern
card from any of the three piles. according to the score he wants his

team to receive. ¢

This player must give oral directions to his team, so that they can
constrict the pattern he has chosen withoic seeing it. One direction is
given at a time and then followed; the communicator is allowed to repeat his
directiuns,



Each player on the conmnunicater's team uses hils own board and colored
squares to construct the pattern. Players may not look at other players'
boards.

The team which is not playing for a score can practice while the com-
municator's team is playing for a score,

When the commurnicator has completed the directions, he shows the pattera
to the class and checks to sce how many have formed it correctly, The
points are then tozaled and recorded (according to the win criteria
explained below),

This procedure ias repeated for Team 2, etc.

Each team takes as many turns as *time allows. (The time limit can be
determined by the teacher.)

The winner is datermined.

Criteria.

Each team player who has the pattern correctly established receives
the point value of the pattern card to be applied to his team's score.
A bonus of one point par correct team member is given to the communi-
cator to apply to his tear's score.

The team points are tcotalaed and recorded after each set of directions.
The team with the highas*% score at the end of the game is the winner.

Debriefing.

Al

B.

The following questions may be appropriate:

1. A4sk the winning tean "Why do you think ycu won?" (Perhaps they
listened more carefully, etc.)

2. Ask tha comnminicators on this team: "What did yo: do to make the
directions easv to follow?"

3. Ask the losiag teams: '"Why do you think you did not win?"
4. Ask the losing teams: "What could you do next time to improve your
score?"

5. "How do you listen cavefully?”
Test according to the behavioral objectives.

Results of Trycut.

E
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Aruitoxt provided by Eic:
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IV. Procedures.
A. Divide <te class {atc teams of

bzard an d a deck cf 18 playing
or marke

B, Appeint a dealer in each greup te shuffle and deal all the cards.
(Twe plavers will recetve five cards each, the others four; this
will rot waster a: the game is played in rcunds of four and as
the deal passes freo player to player.) These cards shuuld be
kept face down ard placed in a verticai line.

C. Each player places one chip 4in each of the nine secticrs of the game
bzard.

D. The player to the dealer's left turns his tep card face up: cther
players follcw 1 order doing the same thin This precess is
repcated as players lcck fer two cards {n their cwn group of cards
which contain the szame nane and the care Jdiscevery as cne section
of tke game hcard, for exarple, Ponce de Le¢r and Florida,

E. When a player haes tw. card: wishia his gre:p of cards which "matchi"
he reisves the chirs frer the sxetiza ¢f the gase beard which
nares the match.

F. Whan all ;qu&X$! cards are face vy, encther roued hegins. Chifps
which rerars en the voard aftar the first riend sheuld te left
fc piaze, and cath plaver agai~ plzces a ~ohigp =n each :z:vion of the
teoard as the asw rourd begt o, :

G. The deal pas=ec tr the defs, and a trntal of fou.ur round: L3 glayed.

V. Win Criteria,
‘The player :n earh gretp whii has the wost chips In his possessicy at
the end of feur rovands {s the winasr,
VI. Debraefing
A, The following guesti.ns nav be agprorriate:
1, What exgplrvers cap ycu ra~e fran rhe geme?
2. What did ecach discover?
B. Test accerding to the behavioral objectives.

VII. Results of Trycut.
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b, On cne side of the card pri=t a werd: cu the cther side
print the smveral.  {As:ig7 the chown werds with a
nurerical value of frew 1 te &, azzcrdirg te the difficulty
of the word.)

Pasture bcard.

a. Tape tcgerher 2 22" X 18" sheet: of caktag.

b. Using a tlack felt-t:g pen rake the tcard lock like
the fellowing diagran,

(Each path ccatains 15 segrents.)

Donkey place hiader: for pas-ure t:iard,
Four stard-up, censtructicn paper denkeys each ~cunted
on a swmall biwck ¢f wiod; eack block of werd sheuld te a
different color tc decignate varicnus piayers.

The fcllewirg chance spaces are randcmly irserted intc

each path:
1, l}( Picture ¢f a bag of hay
' /ﬁvg Lese 1 turn (denkey stops tc eat)

2. Reck slide

1 5
g Go back 2 spa:es

3 gr’”‘_‘:“_'_"_jﬁ] Fence

ok Toze 1 turn
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IIT.

A’
EL SUENO 1DEAL DE DON QUIYJTE
(The Tmgossible Dream)

Overview.

This board game reviews the coenjugations of Spanish verbs. Designed for use
in Spanizh I to 111, the gare involves the entire class. Don Quiyote's
battle with windrills i{s svmbeolized ir the gamre.

[

Frerch adaptions are included: _Let%res de Mocn Moulin (Letters From My Mill).

Objectives.

A. Behavicral.
Orally given any Spanish verb in the infinitive form, ard the person
and number, the student should oe able to give the cecrrect form as
an automatic response,

B. General.

1. Through hearing, seeing, ind saying the verbs, the student should
gain a bteirter krcwledge - f Spanish verbs and their forms.

2. Every experience which causes the student to speak 2r think in
Spanish shculd increase his fluency in speaking the Spanish langu-
age.

Materials a~d Came Cocugonerti.

————

Needed Marerials.
1. One S 1b, plasric cottage cheese container 7" high with a base
dianezer ¢f 5" and a top diauzeter of 6%,
2, 112" X 18" shee ¢f red pisrer board.
3, Sheets ¢f 9" X 12" coastruccisn paper: 1 yellow, 1 blue.
4. 1 brass fastener.
5. Glue.
6. 34 3" X 5" unruled index cards.
7. 8 plastic horses (one/team).
8. Felt-tip rarkers: black, red, yellew, green, and blue.
9. 8 sheews of whire poster board (22" X 28").
10. Yardstizk.
B. Constructicn of Game Ccmponents,
1. Windmill:
a. Tnver: the cottage cheese contalner so that the base has the
largest diamecer. 7
b. On cne side of the coatainer, paste a door and two windows made
of construction paper ( twoerdimensional)..
c. Using a brass fastener close to the top, fasten the fcllowing
construction cn the cther side of the windmill:
d. Using red poster board <uc *two of the following forms. Glue
them together so thkat beth sides are red.
e. Using yellew construccion paper, make the figures for both sides
of the spokes as showa:

J\r\l?)
Ty

-

>




2. <Chance cards.
« Ustng 10 3" X 5" unruled index cards and a red felt-tip pen,
make a tard for each of the following: (Put only the Spanish
on the cards.) ,
You won the fight. Advance jGano la ltucha! Adelante

two spaces. dos espacios.
o back te visit your love, Vayé a visitar a su amor,
Dulcinea, ) Dulcinea.
The sheep ate coming. You Los ovejas vienen. Tiene
must stop and fight! que parar y luchar!
Rocinante is hungry. Go Rocinante tiene hambre. Regrese
back home and feed him. a casa y dele a comer,
Skip a space. Pick any Salte un espacio. Escolia la
perscn you wish, persona del verbo que quiera.
Skip three spaces. Take Salte tres esgaéios. Tome
ancther turn. YI'm sorry! © otro torno, Lo siento!
Go back hcme! Regrese a 1la casa.

[}
You lost the tight! Go ] Perdio” 1a lucha! Regrese
back two spaces. dos espacios.

3. Verb cards:
Using 24 index cards and a black felt-tip pen, make a card for each
of the fcllecwing verbs:

ser ceder '
estar entender solir

crier beber ir

merirv comer venir

sentir mane jar " hacer

decidir jugar

descubrir faltar

recibir boilar

escribir cantar

vencer andar

. Place markers.(small plastic horses).
. Game Board:

a. Tape together four sheets of white poster board. On the opposite
side, draw a large circle 43" {n diameter; using a yardstick,
divide the circle into eight equal parts. Center the chalkboard
compass, and, beginning at the perimeter of the circle, divide
the circle into eight concentric circles with approximately two
inches between each line (the center civcle should be approximately
12" in diameter). Number the outer section nearest the perimeter
1 to 8. 1In the center circle, use a felt-tip marker to cclor in
each of the eight triangular sections (vellow, red, and blue are
very colcrful and effective).

b, Use stencils and assorted colors of construction paper to make two
sets of the fcllowing letters: C, A, S, A. Paste these letters onto
the eight colcred triangular sections in the center of the circle.

[V, I~




iv.

(For expedienty, you may prefer ¢ print the preceding letters on
the piaying toard,) See dtagrar.

415\
] _,_‘.;/ 3

Precedures.

AL - Divide the class intc¢ teaws of twe., (1f the class has mcre than 20 students,

the teacher mus* adjust the game.) Each team puts its hcrse in the ap-
propriate starting place., One team merber is designated as player 1
(whe will do singular fcrrs) and cne as player 2 (who will do plural fcrms).
Team 1, player |l chcoses the top verb card and reads i{t. He then spins

the windmiil c¢c tell him whizh perscn - lst; 2nd, cr 3rd. 1f he should
spin the spcke centairing the exciamation mark, he gces to the chance pile
and draws the tcp card. He rmust dc what the chance card tells him te do.
1f he has spun 1 te 3, he mist state his verb in that perscn, singular ferm.
His partner, player 2, mus: state the same verb in the same person. plural
form. (Tense is deternired by the teacher before the gare.) [If both
answers are correct, the team's heorse advances two spaces. .1fonly one 1is
correct the *orse advances cnly one space; neither cerrece, spa.¢s,]

When an answer 1s given, the team tc the right cof the answering tcam be-
cores the checker. This checking team musc state correct or incorrect,
acccrdingly It 1ncerrect, they must try to give the ccrrect answer. Any



team may challenge the checker. Any challenger who challenges incor-
rectly loses a space. Anyone, challenger or checker who answers correctly
advances one space. The original team remains where they are if they are
fncorrect,

E. Proceed in same manner, clockwise around the board.

Win Critevia.

The first team to advance {ts horse to the windmill is the winner.

I. Debriefing.

&. The following questions may be appropriate:
‘ 1. Ask the winning team:

a. Why do you think your team was able to get your horse to the
windmill first?
b. How many times did both you and your partner answer correctly?

C. How many times were you corrected? On which words?
d. Did you gain any spaces by corrtecting or challenging? ©On which
words? ‘

2, Ask the losing teams:
a. Which words did you miss?
b. What would you do to win next time?

3. General questions:
a. Which verb types are the hardest? Easiest?
b. Which verbs are regular? Irregular?

B. Test according to the behavioral objective..

II. Results of Tryout.




[erbs

lVoir - to have
ptre - to be
1ller - to go
Faire - to make
nettre « to put
prendre to take
iire - to say
Fcheter - to buy
chercher -
goﬁter - to taste
thoisir - to choose
f;nir - to finish
reussir -

to look for

to succeed

pttendre - to wait for

Fq}endre - to hear

repondre - to answer

]

Appendix

Fremich

A

Resteq ici pour la bataille

Votre cheval a faim.

A

Arretez pour lul donner a

manger.

Tournez la roue et
repondez au verbe.

Vous avez

Vous avez

4
gagne une espace.

réussi. Allez

directement au moulin!

Prenez un

verbe et

chvoisissez la personne,

Vous avez
ennemi .
espaces.

/
conqueri votre

Avancez deux

Avancez trois espaces.

Vgus avez

/ }
echoues retournez

a la maison.

Vous avez

..Retournez

Vous avez
Retournez
Vous ave:z
Retournez

recu un ccup.
une espace.

perdu le chemin.
trols espaces.
perdu la bataille.
deux espaces.

t

Chance cards.

Stay here for
the battle.

Your horse 1is
hungry. Stop
to feed him.

Spin the wheel

ald answer the

verk.

You have gained
ohe space.

Yocu've wen. Go
directly to the
mill!

Take a v.orb and
choose the person.

You have conquered
your enemy. Ad-
vance two spaces.
Advance three
spaces,

Uou've failed.

Go back home.
You've been
wounded. Go beck
ona space.

You've lost the
way. Gu back 3
spaces.

You've lost the
battle. Go Wack
two spiaces.
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ThE ELEMENT FAMILY GAME

Overview,

This becard gare reviews the eiements of the Pericdic Chart, which are
related threugh corrvespondirg greups to Fanilies, and through synbels
or nanea to the me tera of the Fa-iliee, 1t can te played by seccndary
chemistry cor physics clas:es of any size,

The same format can be used on any grade level {n any subject ratter

which requires categurizing,

N\

Objectives.

A.

-

Behavioral,

(Different pegmente of the Per{sdic Chart can be used to play the
3ame;)the behavioral objectives refer tc those segrents which are
used,

1, Given tho nurbers of chemfcal graups which apgear on a Pericdic
Chart but unaided by the Char:, the studenl should bte sbie to
write at least 50% of the Famfly Names for the Group Nurbers,

2, Given the eyrbcls of the cherical elemeas: used in thia garne
and unaided by a Pericdic Chart, the student should te able
to write the corresdponding chermical nares of at least 50%
of the symbols,

3. Given the syubole of tte chewlical elemerts aad uraided bty &
Periodic Chatt, the student should be able to write at least
50% of the corresponding Famliy Numbers,

General.

1. If the student learns the sysbole and elements {rveolved en
the Pericd{c Chart, the student should be better able to under-
stand - chemistry and physics.

2, The student should beccre fawdiifar with the elexents on the
Pericdic Chart.

Materials anrd Game Corponents.
£3. 2 Qurenenty

A,

Needed Materials.

1. l sheet of white poster beoard (28" X 22").

2, l felt-tip marker.

3. 1 pack of 3" X 5" rore carde,

4, l sheet of heavy ceastrusticn paper.

3, l brass fastener,

Constructicn of Gave Corgonents,

l. Game board:
A circle 18 irscribed oa the poster beard and divided i:te
sectisons corvespending to the Group Nurbers that the fnstrvetor
has decided he will uge i the gare:

w | I




Iv.

VI.

VII.

Procedures.

A.

C.

A spinner is formed from the construction paper and fastened
to the center of this game board.

2. Game cards:
The Family Names of the elements to be used in the game are
written on note cards and placed in front of piles of note
cards that contain symbols or proper names of corresponding
elements. The cards are constructed at the teacher's discretion,
but they should be mixed, part labeled with symbols and part
with names of elements: . :

— T

Hydrogen Nitiejen Wejium Iron

Divide the class into groups and give each group a game board;

then divide these groups into teams. Appoint a student scorekeeper
for each group.

A student from Team No. 1 spins the arm on the game board; the arm
will point to a Group Number. The student then mentally decides

to select a card from one of the piles (determined by the Group
Number to which the arm points). After selecting the card, he
completes his turn by stating the correct symbol or name for that
card. (If the card contains a symbol, the student must state the
correct name of the element; if the card contains the name, he
must state the symbol.)

This procedure continues, with players from each team taking turns.

Win Criteria.

A.

The student that completes the procedure of picking the correct pile
and orally stating the correct symbol or name for his ‘card receives
one point.

A time limit for the game is set by the instructor; the team with
the most number ot points at the end of this time period wins the
game,

The teacher or a student serves as ''checker" in the game, making
sure the game is played correctly, the correct pile is selected, and
the correct answer is given. A check list can be constructed by

the teacher for use by all the game checkers. The contents of the
check list will obviously be determined by the area of the Periodic
Chart being studied.

Debriefing.

A'

B.

The following questions may be appropriate:

1. What does a Group Number mean?

2. What is the relationship between a Family and a Number?

3. What is the relationship between proper names or symbols
and Group Numbers?

Test according to the behavioral objectives.

Results of Tryout.




FILLAFORM

I. Overview.

A hybrid game designed to encourage students to follow written directions
accurately, FILLAFORM can be played with students from sixth grade to the
end of junior high, It is a game which the whole class can play at one
time, no matter wha*t the class size.

By substituting real forms, such as a college application or a school
registration form, in place of those mentioned in the game, the teacher
can prepare students to fill out any form.

I1. Objectives.

A. Behavioral.

1. Given an application form like that in section IV, B, l, the student
should be able to complete it, in writing, with 100% accuracy.

2. Given a written test of 10 questions like that in Section IV, B, 2,
the student should be able to show that he can folleow directions by
completing it, in writing, with 100% accuracy. .

3.. Given a btallot like that in Section 1V, B, 3, the student should
be able to show that he can interpret instructions by completing it,
in writing, with 100% accuracy.

B. General.
The student should become familiar with various types of forms and with
the phraseclogy generally used on forms and tests.

III. Materials and Game Components.

A, Needed Matervials.

1. Three duplicating masters and a supply of duplicating paper in three
different colors, allowing at least two sheets of each color per child
in the class.

A supply of red counters.

Three cardboard boxes, to be used in the balloting.

Red pencils (one/student) and regular pencils (one/student).

Optional: Three badges for clerks (can be made of colored construction
paper).

ws W

B. Construction of Game Components.
1. Registration card:
On paper of color 1, duplicate copies of a registration card of the
following type:




M T "DATE UF BIRTH:
NAME SEX
‘!Print) [:][:] .
T lAST T FIKST __ _ MIBDLE INTITAL DAY MONTH_YR,
RESIDENCE;
'NO. __ STREET| CITY,T0WN OR ROROUGH _ COUNTY STATE
OCCUPATION: PLACE OF ADDRESS: (CITY AND STATE)
' EMPLOYMENT
PLACE OF BIRTH: | Mark X in one block: Check one:
CITIZEN [:] SINGLE [:]
NATURALIZED [:] MARRIED [:]
CITIZEN DIVORCED
COLOR OF HAIR: COLOR OF EYES:
HEIGHT: WEIGHT:

I HEREBY SWEAR OR AFFIRM THAT I AM A CITIZEN OF THE UNITED STATES
OF AMERICA.

SIGNATURE

2. Written test:
On paper of color 2, duplicate copies of a test of the following
type:

1. Print your name under this line

2. Circle the number two: 4, 2, 10, 7

3. Put an X under your favorite color:

brown blue red green yellow

4. Put a line above the room where lunch is served:

library cafeteria gymnasium

5. Underline in red the animal in this sentence:

He shot the fox,

6. Draw squares around any two of these numbers:

1 3 4 9 10




7. Delere ore of the following states:

Florida Pevnssylvania Callforria Texas

8. Print "ca:" in capital letters-

9. Mark with garertheses all of the following dates:

April 1st Dec. 25h Feb. 14th

10. Check three boxes:

aptle [:) pear [jj grape[:] plum[:] cherry[:]

3. Ballot;
On paper of colcr 3, doziicarte copies of a ballon of che
followin~g *,pe:

- B OfFICIAL BAtLOT A
Directions: N
1. Place the mark X 12 the block ’ N
after the cardidare of y2ur choice. ~
2. Use pencili.
3. Remove the top marked corner of this ballot.
Presider: Sena‘or
(Vote for Ore) (Vote For One)
TNy 1M [ DONAID DUCK [ ]
BIG BEN D MICKEY MOUSE [ |

SLIM JIM D YOGI BEAR D

Representa’i e Governor
(Vote For 1w2) (Vote For One)

TARZAN [ ] . TOM L]
AQUAMAN [] JERRY D

POPEYE [ ] HICKL EBERRY HOUND { |

AMENDMENT. CHECK ONE. ‘
THERE WILL BE N7 SCHOQL TWENTY-FIVE DAYS BEFORE CHRISTMAS AND
TWENTY-FIVE DAYS ATTER EASTER.

YES [ ) vo{ ]




v

A,
BI

C.

k.

J.

K.

IV, Procedures.

The teacher chooses three capatie children to act as "clerks".

The class is then divided into three teams grouped in three separate
parts of the room. ‘

Each clerk recei-es

l. A large, brightiv colored tadge with "clerk!" written on it (optional),
2. A specimen Registration Card correctly completed.

3. A specimer Test Form correctly completed.

4. A sapply of btiank Resistration Forms.

5. A supply of %iank Test Forms.

6. A supply of blank EKallot Forms.

7. A supply of red counters.

At a giver signal from the teacher, all the members of each team go

and recei e a REGISTRATION form from ONE of the clerks. This they take
back to their desks and complete accurately.

On completion of the registration form, the team membér returns to

one of the clerks for checking.

I1F CORRECT: IF INCORRECT:
Clerk exchanges form for Clerk indicates the area in which
1. A TEST form the error was made (he does not
2. ONE COUNITER explain the crror). The team

member is given a new blank
registration form to complete.

On receipt of the TEST form and counter, the team member puts the
counter irn a safe place. He then completes the TEST form.

On comgletinn of the TEST form, the team member agair returns to one
of the clerks. v

 1F CORRECT: IF_INCORRECT:
Clerk exchanges the form Clerk indicates area of mistake
for: and gives team member a new
1. A BALLOT blank test to complete,
2. TWO COUNTERS "

On receipt of the ballot and twd counters, the team member puts his new
counters in a safe place and completes the ballot according to the
instructions.

Studer.t takes comple'ed ballot to the TEACHER for checking.

IF CORKECT: IF INCORRECT:
Student receives Incorrect ballot is
FIVE COWTERS confiscated and 3 new
and he can now place blank is given to be

_his ballot in his own completed.

team's ballot box to indicate
that he has finished.

At the end of a set time period (e.g., 30 minutes) all work must stop.

Each team counts its total number of counters.
Each team counts the total number of tallots in its ballot box.



V. Win Criteria.

A. The

B. The

the

~C. The
his

winnipg team is the one with the most counters.

winning plavers are the ones who have put their ballots fnto

box in the given time period.
overall winner is the first student to place his ballot into

ballot box.

VI. Debriefing.

A, Distribute forms filled in during the game.

The
1.

VII. Results

following questions may be appropriate: o
Ask winning team:

a. How many complete BALLOTS did your team have?
b. What helped you to win?

Ask remainder of class:

a, If one team had more complete ballots than the winning team,
ask if they can tell why they did not win.

b. What mistakes do you think you made in playing the game?

c. How could you improve your performance?

Ask clerks: :
What common mistakes were made?

of Tryout.




II.

Overview.

FRACTION TRACK

This board game teaches equivalent fractions to pupils in the intermediate

grades.

It is a game in which the entire class can participate.

The same format can be used with other areas which lend themselves to the
"discovery'" method of learning.

Objectives.

A,  Behavioral.

l.

3.

Given a list of 50 proper fractions found in the game (see
Appendix A), the student should be able, without the aid of
the Discovery Fraction Chart (see Appendix B), to write one
equivalent fraction for each of the 50 problems. The lower
limits of acceptable performance will be 39 correct responses
in a 20 minute period.

With the aid of the Discovery Fraction Chart (see Appendix B),
the student should be able to show that he understands the
concept of the term "equivalent fraction' by writing three
different sets of equivalent fractions fox each of the following
fractions:

—-2—- B‘ =
6
1_6.:1 = =
24
2 - =
30
'l—[-ta = =
16

The lower limits of acceptable performance will be 10 correct
responses 1in a 10 minute period.

Given the following four sets of fractions, each containing

one non-equivalent fraction, the child without the aid of the
Discovery Fraction Chart, and in a 10 minute perilod, should be
able to cross out the fraction that does not belong, so that each
set contains only equivalent fractions.

}(._1_2,_9,;

0 20° 12 4

__9_,%\,2,_9.
24 8 6
1.-;,>g,.z'
8 24 16
4 , 8 , 18 2
5 ¢ 10, 20



ITX.

1V,

B'

General.

1, Because the child is provided with an opportunity to explore a
procedure for comparing fracticnal numbers, he shculd be led to
develcp an intuitive notion of fractions as numbers,

2, Without verbalizing any rule, the child should discover, through
the use of the Discovery Fraction Chart,that multiplying both terms
of a fraction by the same number 1is equivalent to multiplying the
fractional nurbter by 1 and that each equivalent fraction names
the same nuwber, for example, _2 ¢ _., _16.

32

Materials and Game Components.

A. Needed Materials.
1, 1 pack of 5" X 8" index cards.
2. 4 pieces of 22" X 28" poster board,
3. Felt-tip markers of different coloxs.
B. Construction of Game Cormponents.
1. A game bcard representing a race track. (See Appendix C for
diagram and measurements.)
2. A Discovery Fracticn Chart for each participant (See Appendix B).
3. A deck of 5" X 8" index cards on which are printed problems
connected with equivalent fractions., (Level of difficulty and
types of problems used can be varied according to the teacher's
judgment.) See Appendix A for examples of these problems.
4, A blank answer sheet for each child to use during the game.
5. 5 small medel cars to move cn the gameboard.
Procedures.
A. Arrange the participants into five teams or rows.
B. Appoint an '""Auto- checker' on each team to check the answers of a team
other than his own. The procedure for this 1s explained in E and F.
C. When the game begins, a '"Flagmen" (teacher or selected student) takes

G.

the top card from the shuffled deck cf problems. He holds the problem
so the entire class can see it and reads 1t to them.

Each student in the class then uses his Discovery Fraction Chart to
determine the answer.and writes it on his answer sheet after number
one. The time allowed to compute the answer can be determined by the
teacher.

The "Flagman" (who contrcls the race) then announces or writes on
the board, the <correct answce¢ which 1s on the question card. The
"Auto-checkers' check the answers of a team other than their own.

The "Auto-checkers," when asked by the '"Flagman," then state the num-
ber of correct responses made by the team they have checked. 1If, for
example, five of seven children cn a team have the answer correct
their team's car will be moved ahead five spaces on the gameboard.
This process Is repeated until there 1s a winner.

in Criteria.

The first tcam to reach the "Finish" position on the gameboard is the winner.




VI.

VII.

Debrlcfing.

A. The following questions may be apprcpriate:

1.

4,

Ask the winning team;

a, Why dc yeu think yocu won the game?

b. Did you use the Discovery Fraction Chart? If so, how
did {t help you find your answers? 1f{ not, how did you
find your answers? (It ts heped that children will verb-
alize techniques used for finding equivalent fractions.)

¢, Can you think of another way in which you could discover
fractions?! (Use number lines. An example:

/_ . . . \
< 176 1/2 3/4 4
< /8 174 378 177 578 374 778 >
2/16  2/8 6/16  2/4  10/16  6/8  14/16 2/2 )

d. If Jchn had 4/8 of a pie and Jack had 1/2 of a pie, what
would be the difference 1n the size of the pie? What would
be the difference in the size of ecach piece of pie? 16

e, Look at your Discovery Fracticn Chart. Notice that A is
the same as —%. Which fraction would you prefer to use

when talking abcut this fraction? Why? (It is the "simplest
term.")
Ask the team which did not win:
a, Why do you thivk you did not win the game?
b How did the Discovery Fraction Chart help you?
c. How many equivalent fractions can you find for 3 ?
d

If you played the game again, what could you do to make sure
that you weuld have a winning team?

16

e. Why are —;, 5% and gﬂ equivalent fractions?

General questions:
a, What is an equivalent fraction?
b. How many different numerals can we write for

Loblv—-

C. How can we find the equivalent fractions for 3 without
the aid cof the Discovery Fraction Chart?

Other questicns may be deemed appropriate by the teacher.

—

B. Test according to the behavioral objectives.

Results of Tryout.
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I,

L11.

INFLATION

Ovarview,

This {nteraction game teachas the concept of inflation to secondary
students. Students assume voles of public servants, organized laborers,
and self-employed persons., Each tries to increase his income to maintain
or rafse his standard of living, in the face of rising costs. From nine

to sixteen players may participate in the game, which may ba played in two
or three class periodas,

This geme also provides practical experience in computing percentages,

Objectives,

A, Beohavioral,

1, The student will rvecognize and utilizo the different mothode
ava{lablc co each occupational group as {t sttempte to cope
with {aflation,

2, The student will ba able to state causes, sffects, and results
of inflation. '

v

B. GCeneral,

1, To enable the student to experience the frustration of living
+ during a period of intlation,

2, To enable ths student to make decisions to cops with an inflation=
aAry sconony,

3, To provide tha student with tha opportunity for interaction and
competition among the various occupational groups, namely: selfe
employed, organizad labor, public servants, -

Matarials and Came Compaonants,

A, Naodaed Materialg.
1. 6 cards 5" x 8" far "Prof{la Carda',

2, 68 carde, 3" x 5" or lmaliar. of 5 diffarent colors, in the
following praportiona,

s. B8 of color A, ta be "Public Bervant Cards",
b, B8of color B, te be "Organized Labor Cards',
¢, 10 of eolor C, to ba "Self~Emplayad Cardse’,
d; 23 of color D, to be "Life Carda",
c: 15 of color F, to be "Hope Csrds”, .
3, 1 banker's workaheeﬁ (Appandix A) and 24 players' worksheets
(Appendix B),
R, Construction of Game Components,

l. Write or type the following on the "Profile Cards't



OCCUPATION: TEACHER

Net Monthly Income $800

MONTHLY OBLIGATIONS

Food $160
Clothing 40
Housing 120
Medical & Drugs 40
Taxes 160
\ Personal Transportation 120
E Insurance, Investment, Education 80
TOTAL §720

LIMIT FOR DEBT--2 x current income

OCCUPATION: GROCER .

Net Monthly Income $2,000

MONTHLY OBLIGATIONS

Food . 3100 .
Clothing 100
Housing 300
Medical & Drugs 100
Taxes 600
Transportation (Personal) 200
Insurance, Investment, Education 400
TOTAL “ $1800

LIMIT FOR DEBT-~2 x current income




OCCUPATION: HOD CARRIER

Net Monthly Income $1,000

MONTHLY OBLIGATIONS

Food $200
Clothing 50
Housing 150
Medical & Drugs 50
Taxes 250
Personal Transportation 100
Insurance, Investment, Education _100

TOTAL $900

LIMIT FOR DEBT--2 x current income

OCCUPATION: DOCTOR

Net Monthly Income $4,000

MONTHLY OBLIGATIONS

Food $400
Clothing 200
Housing 600
Medical & Drugs L0
Taxes 1200
Transportation 400
Insurance, Investment, Education _ 800

TOTAL $3600

LIMIT FOR DEBT--2 x current income




OCCUPATION: POLICEMAN
Net lonthly Income - $500

MONTHLY OBLIGATIONS

Food $100
Clothing 25
Housing 75
Medical & Drugs 25
Taxes _ 100
Personal Transportation 75
Insuréance, Investment, Education 50
TOTAL $450

LIMIT FOR DEBT-- 2 x current income

OCCUPATION: ELECTRICIAN

Net Monthly Income $1,500

MONTHLY OBLIGATIONS

Food $300
Clothing 75
Housing 150
Medical & Drugs 75
Taxes 375
Personal Transportation 150
Insurance: Investuent, Hi%ssgation _225

TOTAL : $1350

LIMIT FOR DEBT--2 x current income




-S..

2, Write or type the following on the 'Publiec Servant Cards':
EVERYONE PAYS $50,
EVERYONE PAYS $50 EXCEPT PUBLIC SERVANT,
EVERYONE PAYS $100 EXCEPT PUBLIC SERVANT.
EVERYONE PAYS §109.
EVERYONE PAYS $150.
EVERYONE PAYS $150 EXCEPT PUBLIC SERVANT.
No!

NO!

3. Write or t,pe the following on the '"Organlzed Labor Cards':
STRIKE SETTLED QUICKLY -~ 5% INCREASE -- NO WORK LOSS,

STRIKER GETS 207 INCREASE IN SALARY
MUCH NEGOTIATION
WORK 1.OSS -- PAY BANK 10% OF LAST MONTH'S INCOME,

STRIKER GETS 20% INCREASE IN SALARY
MUCH NEGOTIATION
WORK LOSS -- PAY BANK 10% OF LAST MONTH'S INCOME,

STRIKER GETS 207 INCREASE IN SALARY
MUCH NLGOTIATION
- WORK LOS3 ~- PAY BANK 10% OF LAST MONTH'S INCOME. ¢

NO! WORK 1.0SS ~-- PAY BANK 5% OF LAST MONTH'S INCOME,

STRIKER GETS 10% INCREASE IN SALARY
WORK LOSS -- PAY BANK 5% OF LAST MONTH'S INCOME.

STRIKER GETS 107% INCREASE IN SALARY
MUCH NEGOTIATION
WORK LOSS - PAY BANK 5% OF LAST MONTH'S INCOME.

STRIKER GETS FULL REQUEST

MUCH ARBITRATION TIME CONSUMED
WORK LOSS -~ PAY BANK 207 OF LAST MONTH'S INCOME.

4, Write or rype the following on the "Self-Employed Cards":
CLIENTS GO ELSEWHERE -- INCOME REDUCED [0%. (2 cards)
CLIENTS GO ELSEWHERE -;F}NCOME REDUCED 20%.

* ’

Q YES. (7 cards)




5.

Write or type the following on the ''Life Cards'':

RICH UNCLE DIES
RECEIVE INHERITANCE FROM BANK
$500.

COLLEGE TUITION INCREASES
PAY BANK $100,

INVESTMENT PAID OFF
COLLECT FROM BANK -- $50.

FIRE SALE SAVINGS
BANK PAYS $10.

TERMITE DAMAGE
PAY BANK $500.

EMERGENCY CPLRATION
COST BEYOND BLUFE CRQSS -- $500.

AUTO ACCIDENT
PAY BANK 5100,

ARRESTED FOR SPEEDING -~ LICENSE SUSPENDED
PAY BANK

FINE -- $15 + TRANSPORTATION COSTS -- $50.

YOUR HORSE LOSES DﬁRBY
PAY BANK $200.

DOG BITES MAILMAN
MEDICAL FEES
PAY BANK $100.

INCOME TAX REFUND
COLLECT 10% OF PRESENT MONTHLY INCOME FROM BANK,

. LONGSHOT WINS KENTUCKY DERBY

COLLECT $200 FROM BANK.

YOU WIN CONTEST -~ 1 MONTH'S VACATION

1. ACCEPT $500 + PAID VACATION, MISS ONE TURN.
2. YOU MAY REJECT OR SAVE THIS CARD.

LONGSHOT WINS KENTUCKY DERBY
COLLECT $200 FROM BANK.

EMERGENCY OPERATION
COST BEYOND BLUE CROSS -- $500.

RICH UNCLE DIES
RECEIVE INHERITANCE FROM BANK -- $500.

CHOOSE A HOPE CARD,. (7 cards)
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6. Write or type the following on the '"Hope Cards":

YOUR PROPER1Y VALUES UP
TAXES UP 10%.

YOUR INCOME TAX REDUCED 10Q%.

INHERITANCE $100
BANK PAYS YOU THIS MONTH ONLY.

YOUR INCOME TAX REDUCED 10%.
YOUR TRANSPORTATION COSTS DOWN 5%.

YOJ WIN 3300
BANK PAYS YOU THIS MONTH ONLY,

Bolt
SOCTAL SECURITY UP
ADD 10% TO PRESENT OBLIGATIONS OF INSURANCE, INVESTMENT.

YOUR RROFERTY VALUES UP 10%
TAXES UP 10%.

Bolt
HOUSE MAINTENANCE UP 10%
ADD 107 INCRTASE TO MONTHLY OBLIGATIONS,

Bolt
MEDICAL SUPPLIES INCREASE 10%
PAY 10% INCREASE EACH MONTH.

Bolt
INCOME TAX INCREASED 10%,

Bolt
FOR FLOOD DAMAGE PAY 50%
HOUSING OBLIGATION IMMEDIATELY,

Bolt
AUTO UPKEEP INCREASES 10%
ADD 10% TO TRANSPORTATION.,

Bolt
¥OOD PRICES UP
ADD $20 TO PRESENT OBLIGATION.

Bolt
SCHOOL MERGER
TAX DOWN 5%.

7. Reproduce the banker's worksheet and the players' worksheets, as
indicated in Appendices A and B,




IV. Procedures,

A.

Give the following instructions to the players:

1.

General instructions,

Your goal {8 to increase your own purchasing power in proportion to
your ircome., If extra money is nceded you may borrow from the bank
but debts may not exceed a figure equal to two times your latest
monthly income. Interest on debts is computed at $1,00 debt and all
parts thereof and must be paid at the beginning of each month. A
player may have one extra playing period to arrange his finances to
this format -- if not ~- bankruptcy. Inflation has beaten you!l!!

Permitted activities of the different cccupational groups:
a, SELF EMPLOYED,

Doctor Grocer

These players may raise their i{ncomes by DECREE during negotiation
pericd, They may raise their income 5% without risk during each
mont: However, {f either decides on an income raise above 5%

ke wust draw from a set of cards, He chooses | card for each
addi{tfcral 5% ratse requested,....he mist settle for the WORST

of the cards drawn.

b. ORGANIZED LABOR.

Hod Cariier Electrician

These players way raise income by a REQUEST during the negotiation
perind, iHowever, should the majority of players not reach a
settiement during this period, the player may decjidg to strike.
The os1tcome of his strike 1s determined when he draws his arbi-
tratioa card.

¢, PUBLIC SERVANTS,

Teacher Policeman

These players may receive an increase {n salary only in RESPONSE
TO AN APPEAL during the negotiation period, If the request is
refused, (because of resultant tax increase for other players)
there {s nothing they can do; however, they may draw from cards
to determine whether or not the Community is penalized,

Functions of banker and accountants,
a. BANKER AND CLERKS,

DUTIES
1. Manige game and naintain order.

2. Collect or dispense money as directed and record transaction,

3. Summarize percentage Increases at the end of each negotiation
round,

b. ACCOUNTANIS

DUTIES
1. Check math on Work Sheet for each assigned player ot players.

2. Provide paper for computations,
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Use of cards and wbtksheets,

a,

Profiles and Work Sheets.

One player operates according to the way of life generally accepted
sociologically for his particular character. A role may be shared
by a team of two players. Fach player or team fills out twr work
sheets, one for his own use and one for the Accountant.

Life Cards.

These are drawn by each player at start of each new period of play.
Some of these will direct the player to draw a HOPE CARD.

Hope Cards.

May be drawn only at the direction of the LIFE CARDS. Some of
these are BOLT CARDS, which affect all members of the economy.

Cards for use in salary increase in any group of players.

1. Self Fmployed Cards.

Cards contain: 7 acceptances
2 ten (10%) decreases in income
1l twenty (20%) decrease in income

2, Organized Jobs.

Received: Loss of present month income due to work loss.

1 - Full amount - 20%
3 - 20% increase - 10%
2 - 10% increase - 5%
1 - 5% increase - No

1 - No increase - 5%

3. Public Servant.

- No increase

$50 penalty

$100 penalty

$150 penalty

of the above cards contain no penalty for the Public Servant.

WMo N
[}

Order of Game Play.

a.

e,

fl
gl

Distribution of Profile Cards and Work Sheets. . . . Players check

on salary, responsibilities, and generally familiarize themselves
with the role to be assumed.

Payment of salary by banker and payment of obligations by players
to banker. All money rounded off to nearest dollar,

Drawing of Life Cards by each player and consequent adjusting of
Work Sheet. ’

Negotiation (Interaction Period). Each player may check financial
status and decide whether or not to seek raise in salary or to pass,
depending on present financial standing as a result of life cards
and negotiation.

Resultanr adjustments are made on Work Sheet.
New salaries are pald to each player to Introduce new period of play.

If desired, negotiation time limit may be established.
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V. Win Criteria.

Those players who have avoided bankruptcy are considered winners. Students
may determine additionmal criteria for ranking the successful players.,

VI, Debriefing.

A, The following questions may be appropriate:

1,

VII. Results

Who won the game and why?
Who lost the game and why?

From the playing of the game do you have some idea of the concept of
inflation? '

How did inflation affect public servants?

How did organized labcr fare?

How did the self-employed fare?

Does one group seem to be more affected than any of the others?

In an inflationary period, what is the relationship between the
increase in prices and personal income, generally?

What can people do in actual life to keep their income ahead of infla~
tion? ' )

Row would you now define inflation?

Can you control inflation by freezing incomes?

of Tryouts:




Appendix A
BANKING SHEET

Adjustments Affecting General Economy

Month 1. Month 4.
Month 2, Month 5.
Month 3. Month 6.

I. Those whose income may be raised by decree.

Doctor ‘ Grocer
Income Loan Interest Income Loan Interest
1. 1.
2. 2.
3. - 3.
L4 4.
5, 5.
6. 6.

1I1. Those whose income may be raised by the proceedings of organized labor.

Hod Carrier Electrician
Income Loan | Interest IncHme Loan Interest
1, ‘ 1.
2. : 2,
3. : 3.
4, 4, -
5. 5.
6. 6.

I11. Those whose income may be raised by request

Teacher Policeman
Income Loan Interest Income Loan Interest
1. | 1.
2. 2.
3. 3.
4, 4,
5. 5.
~
6.

|60




pUePH WO 2WOOUT %

puUPH uQ IWAIUY ¥

PUBH UQ 2WOIUY ¥

*Lryauwow F ! 2q asmm
3s9123u] *3Joaa2y3l sixed pue
§92UPIIqIPUT Q0TS L3IDAD

103 T4 03 Burpaorde paind
—woD ST SURO] 103 1S2133UY

———— e w— ——— —— —— —— — ——

aoueTed 2oueTeq aoueted
*8IN220
pPred PT®d PTRd £o3dnaxueq 10 3WODUT JUIX
-an> 2ya sawy3 om3 3Jo 2an3ry
pamoizoyg pamox1oy pamoaaogd ® ueyl xalea1d junowe ue UuT
; pa3eTnNENOdE 2q JoUuEd S3IQ3(Q
pIEAIO] piemiog
: aydnoag adueTed 1yZno1g doueTeq pozenuAd0y S3qa@ I0J SPI0I3Y
Mw |
!
“ TV1IO01l
s3udwW3IS3aAUY
i f3oueansuy
{ uoTirlxodsuex]
M : TeUAEIag
m saxe]
]
s3nag pue TEOTPaN
Bursnoy
3uTy30TD
peog
mmmouucar
31S0.. & P, 3IW) k anTep pseaxouj]| 3s0D LP, 332D+ Inyep pspaaduyl 3IS0) = 3IS0D + 30 SBIIOTVY; 350D suor3e3r1qo
fIY i3so) | aeTIod “ moN “ 30D |} 2BTTC % #aN Wcﬁuumuﬁam> *10Q % BUT3IIels ATy3uol
- — g3dor - — YUl — T LIUOR :
amoduy poisnlpy pag
smodouy poisnipy puz
smoouy paasn{py ISy swoouy ATY3luoy Burixeds uo13edndd)
NOILVIANI 40 AWV ¥Od LITHSHIOM >

Rdﬂj;x;puaddv

E



IL.

III.

Overview.

This board game was designed to teach map reading skills (population,
natural resources, political, products, geographic relief, and precipitation
maps) to children in grades [ive through seven. Six to 36 players can play
at one time; players play in teams. '

This same format can.be used with sets of historical maps from United
States or world history classes or with other types of geographical maps.

Objectives.

A.

Behavioral.

In this game, the following types of maps concerning the United

States are used: political, graphic relief, precipitation, population,
products, and natural resources. Corresponding to each map is a set
of six questions the answers to which appear on the map. (See Section-

111, B, 3 . sample.) Given the six maps, the student should
be able to demonstrate his map reading skill by answering 30 of the
35 possible questions. p

General.

It is hoped that through playing a game in teams, the class members
will learn to to interact and cooperate successfully with one another.

Materials and Game Components.

A,

Needed Materials. p
1. 36 3" X 5" index cards (or one card per question).
2. Four large pieces of poster board.

3. A wooden cube, %" square on each side.

Construction of Game Components.

1. A large map of the United States mounted on poster board or on
a bulletin board can cerve as the game board. Across this map
from the East Ccast to the West Coast extends a six lane highway
on which the players make their moves. Each lane of the highway
is divided into 25.equal segments or moves. Strings attached
at both ends of the highway serve as "tracks" along which card-
board or plastic model cars can move.

2. A set of six maps for each student including:

Political Map

Prectipitation Map

Products Map

Popuiaticn Map

Graphic Relief Map

Natural Resources Map

3. 36 questicns (these can be found in textbooks and reproduced on
a Therpofax machine), or as many as desired, which can be answered
using the above maps ,printed on 3" X 5" index cards. Teachers
may use questions of their own choice. Below are some sample
questions.

mmn.nc‘m
s e = & o
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III.

1v.

VI.

ggpulat‘c* Magp.

B.
C.

Which garte of the United States are most heavily populated?
Which state has the fewest pecple in it?

Nare three states ir the least populated area of the United
States?

Is the state you live in sparsely or heavily populated?
Justify ycur answer.

Nare *the three cities in the Uni-ed States which have the
most pecple living ir them.

Which state {n the Rocky Mcuntaln Area is the most heavily
settled?

Natural Rescurces Map.

A,
B.

" Where ate thc largest depecsits of anthracite coal found?

Nare three states in which salt {s mined.

In whick part cf the country is the most oil found?

Bauxite is used %5 make aluminum. Where in the United States
{5 a bauxite mine loccated?

.Some people make their livings from the sea. What kinds of

fish are netred cff our Pacific Coast?
Fertile soil i: a great rescurce. Where is our country's
largest farming region?

Political Map.

A,
B.
C.
D.
E.

F.

Whizh “stace borders Texas on the west?

What fcur states berder Lake }Michigan?

What state i{s in the scuthern most part of the United States?
What is the capital of Virginia?

Wha* is the name of the river separating Pennsylvania and

New Jersey?

Which state on the Pacific coast has the longest coastline?

Product: Map

Bl ST Ry 3

This “ap cculd te wade with pictures glued on cards; the
designers of the game used pictures of:

1. Whea

2. Oranges

3. Potatces

4, Lucbex

5. Corn

Question: involving these products could 4hen be written.

Graphic Relief Map.

A,

B.

C.

F.

A.

Which lakes in the Notthern United States were created by -
glaciers digging out great depressions?

Which lcng river system drains the interior part of the
United States?

When streams or rivers flew into valleys surrounded by
weuntains ,they form lakes. Name a lake formed in this
manrer.

Are a-y mauntains in the Ea:t over 10,000 feet in elevation?
If so, which cnes?

Weatherirg wears away mcuantains and makes them smaller.
Which mourtain chain on the mainland of the United States
i1s the cldest?

Which vailey in the contirental United States is the
leweso?

Precipitarizr Map.

Moicture may fail 1n the form of rain, snow, sleet or hail.



Iv.

VI.

VII.

How much moisture falls per year in the northern~mcst part
of the United States?
B. In the Scuthwest are rany deserta, what. nolor Indicates this

dry land?

C. Trees reed 30 irches of rainfall a year. What areas fn the
United States dcnct centain nany trees for this reasean?

D. Cottca needs 23 irches of rainfall a year to grow well,

Is the Southeastern United States the cnly part of our
country that has this mach rainfall?

E. Portland, Oregcn, {s in the Northwestern part of the
United States., What i{s {ts average annual rainfali?
F. What i{s the average ancual rainfall {n the Midwestern
wheat-growing regisa of our ccuntrv?
4. A wooden cube, %" cn each side, with 100, 200, and 300 printed

on its six sides. This cube can be called a "mil-o~cube.”
5. Six cardtoard or plastic model cars to move on the gameboard.

Procedures.

The class is divided inte six teams, and a set of six maps is distributed
to each team member,

A child freom Tesnm One ccwes to the frent of the room and selects a
question card from the deck. He reads the question to the c¢lass and
then returns to his seat to use his maps before givirg his answer.

All other players also try to select the appropriate map and find the
correct respcnse. A time lirit for responses can be set at the
teacher®s discrecion,

1f the child from Team One dces not respond correctly, the first child
on Team Two gets a chance to anzwer, This rotatica azong teams non-
tinues until the quection is ceorrectly answered. (The teacher rules
on the accuracy of the answers.) A response i3 coasidered correct
only when the appreopriate wap 1s selected and an accurate response

to the questicn given.

The child who arswers correctly thea rolls the "mil~o-cube' to
deterrine how rany m.ves his tean may make on the game board. Each
space cn the game toard highway equals 100 miles, so that if

the student throws '"3C0." his tean can nove three spaces.

This prozess i3 repeated with the childreec cr the teams taking

turns until »ne team reaches the West Coast.

Win Criteria.

The team which first reaches the Wee¢t Coast cn.the game board is
d~clared the winner. 1t 1is sugg=sted that the game be replayed
several times. .

Debriefing.

A, The fellowing questions may be appropriate:
1. What types of maps did we use in the game to provide information?
2. How might these raps bte helpful to us {n our study of the

B.

United States?
3. Which type cf map did ycu find omest difficult to use? Why?
4. Other questions ccnsidered appropriate by the teacher.
Test according to the behavioral objective.

Results of Tryou*.




11.

I11.

MERRY MAILMAN

Overvies.

This hybrtd garc teaches letter recognition. "MERRY MAILMAN" can be used in
kindargartea ¢r flirat grade after letters have been fintroduced., It is

ax active tean gawe involving the whole class. The decks need not

¢antain ail ¢f the letters in the alphabet. In the early stages of "letter
learniag,” The garce can be played using only feur or five different
letrers,

The saxe format can also be used in the teaching of blends, words,
n.zerais, additicen and subtraction.

Objertlies,

A. Behavioral,

1. Givev a scrambled 1list of 52 letters in the alphabet (26 capital;
26 :zall), rhke child shoculd be able to point to the letters
which be 1s asked to locate.

2.  Giveo a scrarbled set of 52 cards with one letter of the alphabet
per card (26 capital; 26 small) placed face down, the child
should be able ¢o name correctly nine out of 10 letters which
he draws fron the pile.

B. Cereral,
Each zktld checuld te able to identify both capital and lower case

levter:,

barexial: acd Cane Congonents.

> o s e w—

- A Needed Mazerials.,

. 5 22" X 28" sheets of poster board, one of each color: red,
biue, vellow, green, white.

1 voll of masking tape or a stapler,

1 black felo-tip warker.

260 3"X 5" index cards.

5 rutber bands to keep decks of cards separated.

Paste,

or3trvcticu of Game Components.,

» 4 Matlbuxes (cne for each team):

a. Attach a 6" X 22" strip of poster board to the bottom of a
12" X 22" piece of poster board of the same color (blue,
yellow, gresn, or white). Use masking tape or staples to
at.tach them so that a pocket t{s formed. (See the following
diagram,)

b. A rave can be put on the mailbox by cutting two slits in the
outer portion of the pocket and inserting a 2'" X 18" strip
of poster board with the desired name printed on it; for
exaxple, Santa Claus.

Attach a 2" X 4" strip of red pogter board to a 4" X 4"

square of red poster board to form a pocket as before,

(This §s the top portion on the mailbox flag.)

d. Atrach this red flag to the stem (a plece of poster board 18"
X 1%"); paste this stem in the large mailbox pocket.

~ O Cw DN

e}
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2. Letter cards: five de<ks are needed (one for each team and
one for the calier).
Each deck contatrs twa cards fecr each letter in the

alpihabet: cne capltal letter card and cne swall letter
card. :

Procedures,

AI

dppuint 8 cagabie child aa cailer, and divide the rest cf the class
iato four teams. (If the :tlas: ccagiscsd of more than 20 children, more
teans may be sazessary.) Eath tear 2i{ts on the flcor in a semi-circle
on the aide ¢f the voem ¢pg-3ite the mallboxes,

Distritute the identizal decks: c¢f cardsz, oze to each team snd one to
the calier., Each :eam plajer diawvs three caxds from the dack ane
places therm on the flzor <t freaxs ¢f higa where his team can see them.
The celler draws s card fr s b:g decr and rawes i1g, without showing

the caxd. The otber ciayeri rhe-k their own cards and thsze belonging
to thef{r tesrudates; the cwrer nf 'he Zzarrect card in sach team runs



the cavd to the malibex. The first runner to place the correct
card in the porket ¢f the ved flag is allowed to place the card in
the large pocket, (The teacher will have tc check the cards,) Other
runners must take thetr cards back "home."

D, Repeat this prccedure with caller navring a new letter each time.

V.  Wip Criteria. ’

”

The team with the wust cards in its pocket at the end of the given
time pericd wins (tire pericd 1s established by the teacher).

VI. Debriefirg.
A. The fellawing questions may be appropriate:
1. Why did a zertain team win?
2. What could help ycu win next time?
3. Waich jetters are the most difficult to recognize?
4. Which tetters leck alike?

5. Have each player read the letter cards left in his possession.
B. Test according to the behavieral cbjectives,

ViI. Resuits ol Trycut. .




II.

IT1.

Iv.

Overview,

MERRY MISERS

This game deals with some aspocts of banking, 1t is desipned for 4th and
Sth graders, however it may also be used in 6th grade,. :

Objectives,

A. Behavioral,
1. The child
2. The child
3. The c¢hild
4., The child

will be able to write out a check.

will be able to deﬁosit money in a bank,
will be able to endorse a check.

will be able to make out a bill! of =ale.

Materials and Game Components,

A.

Needed Materials.,

1. Each Worker

&. Check to endorse (Appendix A-1)
b. Deposit slip (Appendix A-2)
¢. Bill of sale (Appendix A-2)
d, Instruction sheet (Appendix C)

2, The Bankers

[+

Checks to give out (Appendix B)

Worker account steets (Appendix B)

¢, Play money

d. Instruvction sheet (Appendix C)

e, Rubber stamper

3. Storekeepers

a. Cards
b. Bills

with items and prices (Make up on 3 x 5 cards)
of sale (Appendix A-2)

¢. Instruction sheet  (Appendix C)

Procedure.

Pre-test (Appendix D)
Instructional Period -- prior to Came, .
1. The teacher should discuss the tanking process with the student and intro-

duce some basic procedures: (filiing out checks, deposit glips, endorse-

ment, etc.).

A suggested method which will introduce the game will follow:



a, Each child receives a $50.00 pay check and a deposit slip.

Child makes cut deposit slip, endorses pay check, and deposits money
in the bank, (The teacher is the banker in this stage and also ex-
plains hecw to endctse check and fill out deposit slip,)

¢c. The teacher gives each child a blank check and a bill of sale and ex-
plains how to complete check and bill of sale.

d. The children go to their seats and make out the bill of sale for up
to $50.00,

e, Children exchange bills of sale with each other.

f. Each child then makes out a check to the classmate who gave them the
bill of sale.

g. The children end up by marking their bills of sale paid and giving
the bills of sale as a receipt,

[
“

The teachker may correlate other subjects at this time. Emphasls can be
made on spelling of numbers and months and importance of good writing.

V. DLebriefing.

a, Why did you have to endorse your pay check?
b. Wny is it advantageous to deposit money in the bank?
c. Wny did your bill of sale have to be no more than $50.007?

d. What record do you hLave, that you have paid your bill?

Stage I. Game.
a. Hand out instruction sheets to all students. (Appendix C),

b. Begin bty assigning two cashiers to work in the bank and also select
fecur storekeepers. The rest of thé children will be the workers,
(Based on a class of 30 students.)

c. Tne workers receive $100.00 pay check and deposit slip. They endorse
check and deposit {t in the bank.

d. At the bank the worker receives a checkbook,
e. Worker goes to a store and makes one purchase. He receives a bill of sale,

f. Storekeepers endorse checks then take them to the bank to receive cash
for them.

g. Banker will cancel checks and pay storekeeper with cash.

h. Bankers balance workers' accounts,

i. This stage chould te repeated again changing the roles of some of the
pupils. | ‘

Instructions.

A. Bankerc
1. Take pay checks and cancel them.
Give out check to worker,

‘Wecord deposit in account.

WM
o e .

Receive checks from storekeepers and give them cash. Also cancel
these checxs.

S, Balance workers' accounts.



B. Stotekeepefs
. Set up store,
Sell to workers,

Make out tills of sale.

1

2

3

4, FEndorse checks and cash them at bank.

5. Make out deposit slip listing amount on each check.
6

. Bring cash back from bank,

VI, Winning Criteria,

Aﬁyone who performs his task successfully is considered a winner.

Debriefing:
‘ a. Use question: from stage I,
b. What did the storekeeper do with the checks you gave him?

c. Why must the tankers balance the workers' accounts?
Post-test B

Stage II.
A, Classroom continuation activities (optional).
1. Store competition,
2, Carrying student's bank balance over to replaying of game.

3, Correlation of spending. (Ex.,, Student buys swimming pool
and then buys related items,) '

4, Using of actual checks, deposit slips, sales slips,

B. Additional outside activities.

1. Visit to local tanks.

2. Outside resource; (Banker visiting class.)

3. Student fnvolved in writing article to local newspaper.
4, Visit to department and/or grocery store.
5

Discussion of State and National banks.




APPENDIX A-1

4200

MEKRRY WORKER'S, INC. CHECK NO,
DATE

PAY TO THE
ORDER OF $50.00

no
FIFTY and 100 * % % % % % % % % & % % % % % % DOLLARS

SIGNATURE
MERRY WORKER'S, INC, CHECK NO. 2
DATE
PAY TO THE
ORDER OF $100.00

no
ONE HUNDRED and 100 * % % % % % % % x % % % % DOLLARS

SIGNATURE

PAY CHECK
STAGE I

PAY CHECK
STAGE 11



APPENDIX A - 2

311l of Sale
Buyer
Company
Item Amount
- e
I
|
|
{
|
I
I
|
|
[
Total :s

Deposit Slip

Name

Date
lDollars ’ Cents
| l
: |
| |
| |
| |
‘ |
| I
z |
I |
| I
I l
| I
| l

Total | _J




AFPENDIX B

WORKRER ACCGUNT SLELT

weays

ERRIN

DATE

Bank Balance

Balanze

Deposit
Withdrawal
AR R
Balance
|
THE MERKRRY M1 5%ER Check No,
Checx Mo, ! g ¢
. ' L AR
ate
To _ PaY 10 THE
For A ORDER OF $
Date , I
| Doliars
Bank Balance |
Amo .nt
thisz c;:eck___,_________l —
t Signatare




APPENDIX C

Instructions for players:

BANKERS

You are a banker at the Merry MiSer Bank. The workers come to you to
deposit their pay checks. They also make out checks in the stores and these
checks are brought to you by the storekeepers. B

As a banker you are responsible to see that all checks are made out
correctly, all pay checks are endorsed, and all accounts balance.

STOREKEEPERS

You are responsible for making out bills of sale, putting out pictures
of ftems* you wish to sell, and seeing that you receive the correct amount of
money for the items you sell by cashing your checks at the bank.

*Use pictures from magazines or color object on 3 x 5 card. Put the price
of the item on the card also. Each store should have at least 15 items.

I'd

WORKERS

You are a worker in downtown Burbank. In the game you receive a pay
check of $100.00. You deposit it in a bank.

You go to a store and purchase an item paying with a check.
’ Your responsibility is to cee that you endorse your pay check, make out
a deposit slip, correctly fill out a check and be sure not to overdraw your
account by keeping an accurate record on your check stub.




APPFENDIX D

Name

Date

1. Find 5 mistakes in the fellewing chack and circle than,

THE MERKY MISER Check no, <o
BANK

Date ::EA*&-(LM% ég,,_m
Pay to the
order of Q/»&MI,J mtg/ ————m $.28.01(

£

M;[A_AIL 5”] (A

stgnuture

2. Write True vr Falee tefore the follnwing staterments, Change the falee
staterente by crossing osut the incoarrect words and filling in correct words,

& Only zesh uay be deposited {n & hank,

b, You uwust endoree & check in oxactly the sane way your uams sppears en
tha froent,

¢, The last thres months of the yoar aze October, Novazber, and Dacenber,
d. You wmust use a hyphen when writing nuubsrs like eightirvssven,

e. “You. have $33 fu your bank account. Yeu can make out checkz for $10,
$15. and $’ '

3, Underline the correct answers:
a. The best way to write the date cn & chack {s:

Jan. 13, 1967
Jaruary 13, 1967
1/13/67

b, Which one of the following wcald net be handled at the bank?

check
deyposit slip
bill of sale

. I . L
e : t v '




c,

d,

e,

Which of the foilowing wudt the stoxekeeper do bafore he can deposit
checks recelved from his customars?

rip off atube
endorsde them
fold them in half

When you put woney {ntu the bank, you wust £1{11 outs
recelpt
bi1l of sale
deposit slip

Bach time you write a check, you should mark the ameunt and inforuetion en
the check stub

sCYap paper
8 notebook page



MOD MATH

) 8 Overview,

This board game teaches the basic processes of addition, subtracticen,
multiplication, and division and the proper names of arithmertic

operations. It emphasizes the correlation of symbols, terminology, and
arithmetical computatioas. This game can be used in grades 2-4, and it can
be adapted for use at all levels. Entire classes can play.

To increase the gare's difficulty, different sets of numbers may be added
to the problem cards. For older students, different mathematical relation-
ships could bk added, eg., square roots, factors, etc.

1. Objectives.

A. Behavioral. .

1. Given the arithmretic symbols +, =, x, -+, and the terms addition,
subtraction, waltipilcarton, and divislon, the swadent should he
able to match torec vith symmals by drawing a line from the symbol
to fty correspondiry terw,

Exampie:
a, + Divisien
k. ~ ——~Muitiplication
<. X ~Addtiticn
d. =% ~Subtract Lon
2. The student skauld be ahle te compute correctly any problem of
additicn, subrracticn, multiplicatlon, and division used to play
this game,
Example:

a 1 +2=
b, 3 «2=
c. 3X2-=
d, 32 =

3. Given the problems used to play this game with the signs of
operaticn omxt'ed and with each problem labeled addition,

be ablc to inscrt the appropriatL eyrbol and compute the correct

answer.,
Example: Problem Answer
a. Addition: 3 2 3 +2=5
b. Subtraction: 4 1 4 « 1= 3
¢. Multiplication: 2 2 2 X2= 4
d. Division: 301 J=1l= 3

B. General,
' 1. MOD MATH should increase the students' familiarity with basic
arithmetical cperaticns and symbols.
2, The game should cause a student to ccmpute basic problems
more quickly,
3. The student should learn and remember rmore basic number facts
than he has previously remembered.




1v,

VI.

VII.

Procedures.

A,

B,

C.

Place the spinning board on the blackboard or a bulletin board.

Place the piles of cards on two tables in front of the spinning
board.

Choose a student game leader and divide the rest of the class into
two teans, Align two teams on opposite sides of the room.

One student from each team ccmes to the game materials at a time,

The student gawe leadev spins the arm, and it stops on one of the
four blocks (addition, subtractioa, multipli:ation, or division).

The participants then mentally decide which arithmetic symbol
represents the chosen block, remcve the symbcl card from that

pile, and mentally compute the problem face-up on the top of the
pile. When the student has finished his mental computations, he
orally responds with the answer,

The game leader will determine right and wreng answers; he may look
at the back of the card if he wishes. He then places that problem
at the bottom of the appropriate pile for ecach team. He awards the
team of the student with the first correct answer five points on

the official score sheet or on the blackboard.

The loser goes to the end of his team's line, and the winner remains
in the front to compete with the next player from the opposing team.
So long as he centinues to win, his team gains five points each time;
he stays at the board until he has won four times. Then he must give
up his place at the board, even if he has won, to a new member of his
team. ‘

Win Criteria.

When all the players from each team have been to the front at least once,
the game leader ends the game. The team with the highest score wins,

Debriefing.
A, The following questions may be appropriate:

B.

1. What are the four types of precblems used in the game?
2. What symbols represent these prchiems?

3. What. does each symbol mean?

Give a written test according to the behavioral objectives.

Results of Tryout,




PAS3~A-BILL

I, Gverview.,

Paes-A-2111 s s beard gawe dasigned pnecifically for uge in an eighth grade
Acerican alszory clase., The surpose le to show the journay a 41l sakas

frem {ntreducrion to passing. Studenty are to reccgunizs tie diffisuliy and te
feel the frustracion of getting a 311 paered since theve are about 19,600

and #aly 3 few hundred be.ome the law,

II. Objectives,

A. Bahavionzsal

1, The sivdeet shevid be able to ilst the steps & biil must take
in order to he pazsed. (The gaws ars axes all bllls start {n
the bousz conmittee,)

a2 of whaxt
ock (houre

2. The riudect shoril de golé’th £XettiTy the porsibllic
can Yappen ¢t a HILD afees it sacher 8 dacislon ?
cotrnlctee, Taule tioor, ats,)

Lol sl

1. This game could he uzed (o iavrfedune & ualt on the pazsing
of biila,
2, Tae zrudent by taving plared the gane s0o2id de mere receptlive

to the stuay of tha woalrn,

ITi. Moterials: aod Garme Cozponenurs,

A, Ceards cut 3" w0 23", Usze different coiory for eanh declatsn biogk.

.. 80LSsE QOMaLIXEQ VOREIER) DUPLICATES OF ﬁé{H CARQ TOTAL
a, Approer AL {leasiae) 2
b. Rejectrs Bill {Reiurn te Start) >

c, Sends B{)l Back for Revisicn

(3kip ecaw turn.) &4
d. Bill wunder Consideration
(Skip osne turu,) 4 =
15
2. HOUSE FL.OOR {(BLUE)
&, Pasxes Bili (Ceatinue) 4
b. EKejecty Bii] (Rerwwn to Start) 4
¢, Refers Bill tz cousnitcee for
frurther 2tudy, (Return to Hcuse
Cermaittee bleck wund draw top cvard) 4
d. Amerda Bill (Skip one turm saad
tten cortipue,) b
16

ERIC

Aruitoxt provided by Eic:



) ey g
"bu Lo

‘&, Passe

€. Rejests

R

.:(Ce:ll..‘.’

o

Aruitoxt provided by Eic:

. BUPLICATE OF EaCH ca

&




SPRCIAL RVENTS (WHITE) . DUPLICATY OF E 0 TOTAL
&. Congreas adjourns for holiday,

(Recesa, Back up 2 spaces,) -2
b, Wild Card - Use to overrule any

unfavorable deciaion, (Use at

any time,) K]
¢, Lobtiles and Appiles pressure In

favor of your bill. (Advance

4 spaces,) 2
d.  Spuiisut g Cuug:resdman has heart

attack, (Move back 4 spaces.) 1
e, Adjournment nears, Congress

assign3 priority to your bill,

(Advance 3 spaces,) 2
f. Caucus calls for immediate action,

(Advance to next decision block,

and draw top card.) 2

15

B. One game board for every tfive players,

C. Five plastic bingo markers itdentified by A, B, C, D, B, on stick tape,

D. Set of dice for each game,

Procedures.

1. Board can be used by two, three, four, or five players.

2. Play will be in rotation,

3. Two dice are expliuyed and there are several possibilities for their use.
&, Both dice are always rolled.

b, 1f possible, you must use the combined total of both dice.
¢. If combired total of dice cannot be used but the total on one die
will allow you to proceed, you must make that move.

4. You will aszuie the identity of a bill introduced in Congrees. Your
objective 1s s get your bill safely through Cofigress and have the
President sign you into law,

5. You may not prcceed teyond a decision block (House Conmittee, House

Fleet, etc.) with a roll of the dice.

a.

You muet land directly on a decision block at the end of a move,
using the count from one or both dice.



v.

FI1.

br.

b, If the {ndfviduat count from efther die platet you beyord the

dectefon ticck, you lore your turn and try &gain on your next
turn,

6. Upon landing on a decisicn block, you will teke the top card from
thie correct stack and follew the inetructions.,

7. Upon landing on # block with a star at the completion of your turn,
you rnuet draw a white speclai eventes card and follow {te instructions.

8, Cards on eacn atack will te shuffied Lefcre the game bepins, As cards
are drawn they arec repiaced rate down on the bottom af the pile,

2. Your chbjective.,is to get to the prepident and receive a favorable
decierion on your bill, When you have accomplished this, you have
compiated the gatre, The game may end when one player haz reached

thia polac <r continie uncil all players pare their bill or until
time expires. '

10. Studants are to read 2loud the instructions for each Decision Block,

Win Criterie,

Tne fivst stideat to get a bill pasesed wina the game,

Debriefing,

A, Debrief wiil vary and gepsad on whether the gsme {8 used to introduce
the unit or ig used during the unit,
B, The following general questions may be avpropriate.

1. Do you thick wmest pilis have & good chance or a poor chance of
becomlivg a law? Way?

2, List the stepe a olll wuet take from ics iatroduction to ite
pasdvage. (Remorier this game agsumes all bills start in the
. Lovse comuitcee, )

3. Wry deo yjou think a tili's chances for success improve the further
along 1t gets In the game?

L, Wrat factors can affect a ¥{1ll as it reaches:
a. House comnittee
b, Hevse floor
¢, Senate comittee
d. Senate fioor
e, Jeint coumiccee
f. Houre~Senate vote
g. Prezident

5. Wbat evente can {afiuence a bill other than major decision blocks?

6, In what way were yu able to affect the success or failure of your bill?

Resultg of Trrout,
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PICK~AN -END

I. Overview.

This toard ga.e teaches or reviews the shrrt vowel scunds. It is designed
for first and zecsnd grades, Students play as individvais in grovps of
four to sia players. This gawre could alzes he played by sisw learners in
advanced grades,

A similar applicacion ¢f this game would ba to change the fcrmat s¢ that
the beginning sounds are pul con the piaving beards and a wvowel deck aof
cerds is uszed instead =f a begianing sound deck.

ITI. Objectives.

A. Behavioral.

1. Orat.y grver the folliwing list of 1C words ccntairing zhert
vowel scundes  appie, can, pet, mena, iglce, pig. ¢litk. chep,
urbrella, -vgp, the child should be able to state ccrrectly the
vewel svurnd centaired ir eight of the 10. The chiid shculd be
given c1e word at a time. His answer mus* be piven within i
seccnds afrer hearirg the word and hefcre proceediag te the
next word.

2. Drally given the fcllowing list of 10 words contairirg shert

vewel stunds: wat, tan. we4, hen, fig, sit, ¢3t, tcp, tub,
sun) the child sheuld be ahie t2 spell and write ccrrectly eight
of the 10,

3. Given rthe following written list of five unfamiliar reading words
coataining short vowel sound:s bath, dent, firtsh, pod, mumps;
the child sheeid be alile to read thew aloud with 80% accuracy.
The chi:d stould he given c¢ne «mirute per word. At the end of
the viaute, le muer say his arzuer. He ic¢ given inly ona chance
to read the werd,

4. Given a sheet cf papsr ncatairing the followi-g f:ora:

oY

2. ¢
L4

3. i e

4. % _

5. Y

the child thould be able tc give orally a werd centaining each
vowel sound. No ore may say the sounds fer hism. He is allowed
one mirute for each rurrer. At the end c¢f the minute he must
give his answer.
B. General.
Through learning vewei soutds,the child stould {mprzove his reeding
akills.

ERIC

Aruitoxt provided by Eic:



1.t Marer:zais and Gare Components.

A. Needed Materials (for o:e group of six children).

1. Duplicating paper .r constructio= paper (six sheets per child).
2. Six duplicating masters.,

3. Two felr-tip markers (red, blue ).

4, Aprroximately 60 unruled fndex cavds,
B. Conztruction of Game Compunents.

i, Game board:

a. Draw the following on duplicating masters (ongAnaster).
v
1) a

Q Qa0




(2) ?5 : use a picture of a dress and replace the a's with
e's. |
Vv

(3) L : wuse a picture of an igloo and replace the a's with
i's.

(4) 5 use a plcture of a top and ruplace the a's with o's

(5) E : use a plcture of the sun and replace the a's with u's.

2. Establish a deck of 30 beginning sound cards. Letters are printed
(one/ index card) in red. Use the following 1etters:
2 b's, 2¢'s, 2d's, 2 f's, 2 g's, 2 h s, 3» k, 1, 2 m's, n,
P> qQu, r, 2 s's, "2 t's, v, ¥, X, ¥, 2
3. Establish a deck of 30 cards containing ending sounds. These
are printed in blue on index cards (one/ per card).
3b's,3d's, 2 f's, 2 g's, h, 1, 3, 3n'e, 3p's, 4's, 2 g's,

4 t's, w.
Iv. Procedures.

A. Four to six children sit in a group.

B Each child receives an identical playing board. (The group plays with
only one sound at a time; i.e., all play using the short a sound game
board. Next time they may use short e, etc. They continue through
the short vowels until they can play with a single board containing
all of the sounds.)

Vowels
-
e
i i
o
u

C. Appoint one child as the dealer; he plays also. ®%ach playef is dealt
five red cards (beginning sounds) which are placed in the left column
of his board.

D. Player ldraws the tcp card from the blue deck (ending sounds). If
he can use the letter to ccmplete a word, he puts it in the appropriate
space on his board. If he cannot us« the card, he lays it down, face
up, by the deck.

E. The next child has a choice. He may elther take tiae top card discarded

by the previcus player, or he may select the top card from the blue
deck. If he can make a word, he place: the card on the board. If he
cannot, he discards {t.



P. The gane progresscs in the same manner until one player has completed
his board (five words).

v. Win Criteris.

The first player correctly completing his board of five words is the winner.
He wust be able to read the words he has formed.

VI.  pebriefing.

A, The teacher may pose the following questions:
Winnrers. 4
1. Why do you think you were able to win?
2. What words did you form?
3. Spell them to us.

4. Use each word in a good sentence.
Losers. :
1. What words were you able to make?

z. Why couldn't you fill your board with words?
Genaral questions:
1. VWhat vowei ard vowel sounds were used in the game?
2. tow many words containing this sound we can name? (List
on the board.) Spell them to the teacher as you name them.
3.  What clue picture can we remember for short a, e, 1, o, u?
B. Test according to behavioral objectives.

ViI. Resuirs ¢t lryguis




1I.

III.

Iv,

PICK-A-LEAF

Overview.

This game reviews the whole initfal alphabet. Although designed for grade 1,
it can be adapted for use in grades one through three. The whole class can play
at one time, divided into two teams, each with a leader.

The same game format could be used in English to teach dipthongs, digraphs,
suffixes and prefixes, root words, and blends; it could also be used to teach
numbers.

Objectives.

Behavioral.

1. Given each letter of the alphabet in random order, the child should
be able to say its name.

2. Given each letter of the alphabet, the child should be able to say a
word which begins with that letter.

Materials and Game Camponents.

A. Needed Materials.

1. 2 sheets of white poster board.
2. 52 hooks and eyes (picture hanging hooks are ideal).
3. Scissors.

4. 2 sheets of green cavdboard.
5. 1 black felt~-tip marker; 1 brcwn felt-tip marker.
6. 2 baskets.
B. Construction of Game Components.
1. Trees:

a. Conitruct twd trees from pcster board; these can be colored
brown.

b. Construct S2 leaf shapes from green cardboard,

-c. Affix 26 hccks to each tree. Affix one eye to each leaf.

d. On each leaf, write a letter of the alphabet; each letter {is
written twice. Attach 26 leaves (containing each letter of the
alphabet) to each tree.

2. Baskets:
Use the two baskets for teams to collect the leaves,

Procedures.

A. Divide the class into two teams.

B Choose a leader tor each team (either teacher's choice, or begin with the
register). This child is called a "tree trimmer."

C. Teams compete in turn, i, e., one child from team A begins, than one child
from team B has a turn,

D.  The first child walks to his team's tree and points to any letter which
is hanging there. He pronounces the name of the letter, e. g., "That {is
B." He then says a wcrd which begins with the letter, e. g., "Balloon

begins with B."




E. If the child is cerrect, the leaf is given to him by the tree trimmer so
that he rmay place it in his team's basket.

F. If the child {s incorrect, any member from the opposing team may give a
correct answer and gain the sawe leaf from his team's tree. The tree
trimmer acts as judge. Only one try {s allowed; if the second attempt is
incorrect, the leaf is left hanging on the tree.

V. Win Criterta.

The team which first ewpties {ts ertire tree wins. 1If the game is stalemated,
the team with the most leaves wins,

VI. Debriefing.

A, The following questions may be apprcpriate:
| I A5k the winning team:
"Why do you think your team won?"
2. Ask were there any letters for which you would have named more
than one word? What were the letters and the words?
3. "Let's review the letters.'" (Hold alphabet cards in front of the
pucils and have them name the letters.)
B. Test according tc the behavorial objectives.

VII. Results cf Tryocut,




PROGRESSIVE WORD RUMMY

I. Overview. ' -

This card game teaches synonyws and promotes efficient use of the dictionaxy
and thesaurus. Although des:gned for grades 4-6, it can be adapted for use
in grades 7-9. Groups of two to four students can play. .

The pame format can be used to teach a range of classifications, from animals
and transportation vehicles to biological categories or schools of art.

IX, Objectives.

A. Behavioral,

1. Given in random ordar the synonyms listed in section IV, 4,
written on index cards, one word per card, the student should
be ablie to group the cards into 12 synonym sets of four words
with the mame cors meaning.

2. Given a word for which there are common symonyms and a thesauwruy
and dictionary, the student should be able to determine at least
one synonyn for the word given.

B. Geneoral.
This game will give practice in diotionary and thesaurus use.

III. Materials and Game Components.

A. Deck of 52 caxds, consisting of four wild cards, and 12 synonym sets
made of four cards each,
1, Cards ave muade of Index cards. The woxrd "wild," or the synonym
and its nuabter of points, are written in the upper left corner
of the card, as shown. .
WILD WEARY
CARD 1 POINT

e

2. The synonyr sets are made of the following words. The numbers
indicate the number of points each card is wortlh.
a. 1, Weary
2. Tired
3. Fatigued
4. Exhausted

b. 1. Dislike

2. Hate
3, Detest
4. ULoathe

l. Scorn

2. Ridicule
3« Derision
4. Mockery




B.
C.

d. 1. 0dad
2. Qucer
3. Unusual
4. Peculiar -
e. l. End
2. PFinish
3.. Complate
4. Conclude
f. 1. Reveal
2. Expose
3. Discloase
4. Divulge
g 1. Little
2. Small
3. Tiny
4. Minute
h. 1. Big
2 . Great
5. Loxge
4. Huge
i. 1. Walk
2. Stoeoll
3. Saunter
4. Wander
jo 1, TYell
2. Shout
3. Shyiek
4. Scream
k. 1. Supply
2. Fuarnish
3. Provide v
4. Equip
1. 1. Want .
2. Wish
3. Desire
4. Crave
Pencil and paper for each team.

One to four dictionaries and thesauruses for each-team.

IV. _Procedures.

A,

B.

The cards are dealt, one at a time, to each team, until each team has
10 cards.

The remaining cards are placed face-down on the center of the table.
To start the discard pile, the top card is turned face-up and placed
beside the faue-down cards.

The object of the game is to be the first to match all of one's cards
into sets of synonyuwous words. Partners may discuss all movis with one
another. :

Cne player frcom the team which did not deal starts play. He eithex
takes the face-up card or draws one from the top of the deck. He must

P
Pagd



then mae a discard of one caxl from hio teamuo hend by plaoing, it
face-up on the diagcard pile. :

vk

E. Before he woken his disceic, however, @ pleyer way. lay face-up on the
table any symome net3 he ond hig pertiuer wish to show., (A set consiets
of thrvee or four cexds vhuch are symonyms.) If a tean holds & wild
card, it may uge thig ennl to pake o set of thrae o% four synonyme, If
playevs do so, they musv say eloud a word which is synonymous with the
other two or three carde,

F. At any point, any player unay challenge any synonyzs used by the opposing
team to form sets., 1{ his challengz is succesafl, hic team guins the
number of poinigs cn the cnalleubed card, Similarly, if his challenge
is unsuccessful, he lcses the nueber of points on the challenged-card.
The teacher or an impartial obsecver records the number of challenged
points gained or lost.

G. Any player may use the dicticnoxy or thesawrus ot any time, provided
that he does not interiupt the gane.

H. When oae *ears has placed all of its cacds in sets of three carda, three
caxds, and fowr cards, and discavded; the gaue ends.

T. Scores avre compated es Follows: '
1. Teams 1ccaive points for successful challenges or lose points for
unsuccessful oues.
2. Teams weceive the poinrs lisied on the cards they have laid down
in seis, \
5. Teems lose tie poilavs listed on *he cavds they still hold in
their hands, . v

|
V. Win Oritezia.
i

The teawn wiith the h.ghszt score wiue,
Gl

VI. Dehriefing.

A. The rellowing cesptions Loy be sypropriane:
1. What exfirae syronyng weee given whern wild cards were pleayed? Can
you thing of asre eyrama?
2. Weich vas woive useful, e distionarvy ox the thesawus? For what
different purpsses are they likely to be ugeful?
3. What words ware challenged? Wnhy?
4. Let's review the synonym setz,

B. Test accerding to the behavioral objectives.,

VII. Results of Tryout.

-

ERIC

Aruitoxt provided by Eic:




RE-CON

/

I. Overview.

A rolecplaying game for use in a high school social studies class, RE-CON
Involves the making of decisions that affect resoyrces and conservation in a
small mining town. It is a game in which the whole class can participate.

RE-CON is designed to illustrate a conflict. Other conflict situations can
fit into the same general format.

II. Ob jectives.

A. Behavioral.

1. After playing the game once, and using no reference materials, the
student should be able to list at least three facters involved in con-
servation. Possible factors include:

a. clean streams
b. car exhaust
c., fertilizers
d. c¢lean air
e. wildlife protection
f. hig.~vay beautification
g. rural severs
h. state game studies
i, reforestation
j. city planning

2. The student should be able to list at least two ways in which develop-
ment of natural resources could hinder conservation. ({ One evident
in the game 1is: pollution of air and streams by an industry using
coal.)

3. Given a list of possible interest groups in a community

a. Townspeople
b. President of a Union
c. Mayor (or council)
d. Local Game Warden
e. Doctor
the student should be able to rearrange the list in order of influence.
B. General. :

1, The studeuni should gain an understanding of the interaction of forces
within a community during a time of decision-making.
2. The student should learn to work together, making compromises, to arrive

at solutions that will be beneficial to as many groups as possible.

I1I. Materials and Game Components.

A. Scenario for all participants (see Appendix A).
B.  Roles for all participants (see Appendix B).
C. Map of Penn City Area, constructed as shown:
’ power
river plant

PENN CITY

mines =

@)
QO
00O

O




Appendix A

Scenario

Two companies are interested in locating in the area, but both want the same favor-
able location along the river and will accept no other. The American Nylon Company
witl employ 100 local workers and will use coal in its operations., The American
Laser Company will employ 50 local residents but has gicat poteaiial for
expansion in the immediate future. It uses electricity’produced by a power plant

in another community in its operations and will make no use of coal. Penn Township
has good natural resources to offer industry. It has coal, electricity, and a clean
river; the American Nylon Company, however, will be forced to dump waste chemicals
into the river and has no means to prevent pollution of the air from its smoke stacks.
The people of the community are asking themselves, "Which industry will be best for
our community?"




Appendix B

Roles and Power

Fisherman
You are Marlin Trcutman. Fishing is your mest enjoyable pastime, but you
are an unemploved miner. You have a son in college and expenses are piling up,
You are undecided at this time.
Voting Power - 1 Point

President of Medical Association
You are Dr. Jonas Cascy. You want to keep the community healthy, but you
realize there is a need for employment. You want to hear both sides.
Voting Power - 2 Points

President of the American Nvlen Corporation
Your name is Joe Smith. Your industry offers only immediate emplovment for
the area. Mining will also be stimulated in the comnunity by your use of coal.
However, you cannot avoid the pollution of the Shamcarm River and the clean air of
the Penn community. You must convince the other game participants that your
industry is best for Penn Township. You will win the game if you convince the
game participante that they should have your {industry in their community.

Mine Owner
You are Henry Dominant, owner of the Penn Valley Mine. You desire to get
your mine back to full-time preductien. You are well known in the community and
proud of the contributions you have made to its growth. You are not tvo popular
with your mine workers.. ’

Voting Power - 5 Points

Tewnspeople
You are an undecided resident of the community. You want what is best for
your town. You are aware of its problems concerning unemployment. Decide which
industry will be best for your town after hearing all arguments.
‘ Voting Power - 1 Point

Forest Ranger
You are Ken Woods, the conscientious local forest ranger. Your best allies
in your job have been the local sportsmen and the few area farmers. You are
sympathetic with the area's economic problems but want to do your job well.
Voting Power =- 2 Points

President of the American Laser Company
Your name is '"Rip" Lighting. VYou will bring a "clean' industry into the
area and use electric power. Although you will employ only 50 workers initially,
your company has great possibilities for expansion. You must convince the game
participants that your industry is best for the Penn community. You will win the
game if the participants vote for your company.

Game Waxden
You are Vincent Stalker. You are interested in conserving wildlife and
keeping clean streams. You see pessibilities in visiting hunters and fishermen

adding to the local economy.
Voting Power - 2 Points




President of the Rotary Club
You are Rudy Wheeler, a local store cwner. Members of the Rotary Club to
which you belong are mainly local businessmen. You feel that the locul economy
needs i{mmediate help. You want to see as many unemployed men as possible in your
community get back to work as soon as possible.

Voting Power = 5 Points

Women's Civic Club President
You are Mrs. Stout. Your husband is an unemployed mine fovreman. You
like the mining industry and feel that {t can wmake a comeback. Many of your
personal friends are connected with the wining industry. You want your club and
the community to favor the American Nylon Company.

Voting Power - 5 Points

President of the Mine Workers Union
You are John L. Coalhead. The American Nylon Company will use coal in its
operations and thereby help employment in the local mines. Thus, you favor the
Nylon Company.

Voting Power - 8 Points

President of local Sportsman Association
You are Fred Firearm., You feel that the community needs industry, but not
at the expense of recreation. However, you want to hear both sides of any argument.
You are a lineman for the local power company.

Voting Power - 5 Points

The Mayor
You are George Plunkett, the popular mayor of the city. You will conduct

the town meeting and discussion of the possibility of a new industry coming to
town. You are torn between your desire to maintain your political popularity and
your own firm opinions on what is best for your community.

Voting Power =~ 10 Points

Water Company QOfficial
You are Rocky Rivers. You want to keep the Shamcarm River clean because
your company's water comes from the river. The people must know that pollution
threatens the drinking water of the community.

Voting Power - 2 Points




PLAYER

Appendix C

VOTING SHEET

Predicted Vote
on Company

__ANC ALC

Actual Vot
on Company

ANC

€

ALC

George Plurkett, Mayor

Rudy Wheeler, Rotary Club

s s ———

Vincent Stalker,
Game Warden

Mrs. V. Stout,
Civic Club President

Rocky Rivers, Water Co.

——

Marlin Troutman, Fisherman

- —— - -——

Dr. Jonas Casey,
local A.MA,

- S, —

John Coalhead,
Miner‘s Union Azcociatinn

e At - e . —

—

Fred Fivearm, President
Sportsman Association

Ken Woods, Forest Ranger

Townspeopie (what majexity
will wvote)

— —— PR,

Harry Dominant
(mine ownert)

—n—




SPACE RACE

I. Overview

This combination beard and role-play game (hybrid) teaches a large number
of facts about out solar system and i1ts planets. It 1s designed for all

ability levels in the elementary and junior high games. Nine individuals
or nine small teams can play,

II. Objectives

Behavioral.
1. The student should be able to write the names of the nine planets

in our solar systems and pltace them i1n proper order as to distance
from the sun.

2. Given a list of characteristics of the nine planets of our solar
system and the names of the nine planets, the student should be
able to match at least 35 of the characteristics with the planets
to which they belong.

3. The student should be able to write at ieast three hazards of
space flight.

ITT. Materials and Game Components

A. Needed Matermals.

1. Plasti-Tak or mesking tape

2. Glue

3. Components enclosed 1n thi1s Kit.

. B, Construction of Game Comoonents.

1. Game Board:
Construct the enclosea materials so that the finished product can
be attached 10 « chaikpoard, a bulietin poard, or a large sheet of
posterboard. {(Materials need only to be cutl apart and pasted
together.)

MERCURY VENUS ETC.

@, O

25 one-inch
blocks {
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SAMPLE TEST

I LisU tne peaf€ls tn thedr correct order from the sun,

LR RIRIE .

H o e

Il Write the neie o tne pienet that pest finishes each statement.

I The cusdest rlanél n tne Untverse is .

2 Ine pranctl thal takes 24 hours to revolve on 1ts axis is .
3 Tne Larins s .st€r pranel 1 ' .

4 Ine pranet ramed after the Roman God of War is .

b  ine rargest ot Lneé pranets 1 .

6  Tne plancl rear@sl NEe suf 13 .

7 Ine planct thau snines the most brightly 1s .

8  Ine prarnet ¢ire€a oy cings 0F ice Crystais and dust is .

9  Tne piuikl Lhal appears at times to be a reddish color is .
10 Ine pranet wotn 12 moons 1% .

[ii in tn& Diank wrote the welie: 0of the planet tnat best finishes each statement

(- Tne darkest ot all the ¢ldanets 15 probably
a. Mercury b. Pluw c. Mars d. Earth

¢ Its wwo moons don t give much light to
a Venus b Jubiler ¢. Neptune d. Mars

3  Ine tlarqe planet that rolis on its side is
a Urafiub b. Phito . Earth d. Venus

4 The smatiest and tastest planet is
a. Jupiter b Uranus c. Saturn d. Mercury

5 The Oni1y pronel tnal seems to have enough oxygen for 1ife as we know it is
a  ¥einus b feptune c¢. Earth d. Pluto




¢

The planetl namea atter tne chiet of the Roman Gods 1s
a-  oup.ler D Mars ¢. Mercury d. Pluto

Ysua+ty tne tirst "star" you see 1n the evening is
a.  Mary b Uranus c. Mercury d. Venus

The planetl thal comes closest Lo the Earth is
a  Satufn b Mars ¢ Mercury d. Neptune

cientists ulce thougnt they saw candals on
a  Saturn o Piuto ¢ Mars d. Jupiter

Tne planel ebuui wh.cn we kfivw the most 1is
a-  Neptune 0. Eartn ¢. venus d. Puto

Thicn Crouds Cuver the lovetly planet
a  Mars b Saturn v Me.cury d. Venus

The plunet wiln judtl une moun 15
4. Jup.ter D VEnud ¢. Neptune d. Earth

some form ¢t paant iite may exist on
a  Mereu b Mars ¢ Pluto d. Neptune

Ine plantt that -5 (uvered mostiy by water is
a.  Venus 0 Meciury ¢. Earth d. Mars



I,

If1.

1. Mercury
2. Venus
3. Earth
4, Mars
5. Jupiter
6. Saturn
7. Uranus
8. MNeptune
9. Pluto
1. Pluto
2. Earth
3. Venus
4, Mars
5. Jupiter
5. Mercury
7. Venus
8. Saturn
9, Mars
10. Saturn
I, b
2. ¢
3. a
4, d
5. ¢
6. 4
7. d
8. b
9. ¢

10. b

1N, d

12. d

13. b

14 ¢

ANSUER SHEET



SPEC-CAT
(SPECIMENS AND CATEGORIES)

I. Overview.

This board game, to be used on a field trip, acquaints students with the
characteristics of botanical specimens and with the categories to which
these specimens belong. It was desigred for ninth grade general scilence
classes, but is easily adaptable to other grade levels. Teams of four
students can play,

The same format can be used to teach the identification and classification
of almost any available objeccs.,

II. Objectives,

A, Behavioral.

Several botanical specimens are used to play this game and are
listed, along with their classifications, on the included chart.

The behavioral objectives as stated below pertain to these specimens
only; however, it should be noted that they may be varied depending
upon the participants and the occasion. Thus the specific objectives
should be revised by the teacher to fit the game being played,

1. Given the following 25 specimens, the child should be able to
identify any 15 of them hy name:

Onion Plantain Moss Arborvitae Box Elder
Sourgrass  Wild Ferns Yew Oak
Strawberry
Grass Clover Toadstool  Blue Spruce Maple
Timothy Thistle Algae White Pine Elm
Rye Daisy Liverworts Juniper Aprle
2. Given a multiple choice test of 25 items including all specimens

and of the following form:
(1) Algae: (Specimen)
(a) Monocots
(b) Thallophytes (Category)
{c) Angiosperms
the child should be able to answer 20 {tems correctly.
B. General,

After playing the game, the child should be able to observe that many
small parts constitute the whole of nature.




MONOCOTS DICOTS THALLO- GYMNO- ANGIO-
PHYTES SPERMS SPERMS
_ T N
ONION PLANTAIN MOSS ARBORVITAE BOX ELDER
WILD
SOURGRASS STRAWBERRY FERNS YEW 0AK
GRASS CLOVER TOADSTOOL BLUE SPRUCE MAPLE
\.
\
TIMOTHY THISTLE ALGAE WHITE PINE ELM
RYE DAISY LIVERWORTS JUNIPER APPLE




III1.

Materia's and Game Components,

A'
B.

A defined geographic area.

A Bingo-type board or duplicated sheet for each player.

This board contains names of plant specimens that are to be found
by players. The specimens are listed vertically under the cate-
gories to which they belong and are accompanied by a picture.

Specimens which are difficult to find should be placed as in-
diceted below.

The board should be designed as follows:

names of- categories
| Diffi- . Diffi-]
cult cult spe¢imen names and
. . pictures
Diffi— Diffi- -
cult cult
, RARE
Diffi- ] DIffi- -
leult cult
DifEL~ ¢ 61£51-
cult cult

A sample board 1s included.



C. Containers in which each team can place their collected plant
specimens while on the field trip.

1v. gzggggurgs.

A. Teacher must survey the given geographic area before the game
is played in order to see what specimens are avallable; then he
can establish the playing boards.

B. Teams of four (can be varied) are chosen; each player on a team
receives a board.

C. Teams are sent with their boards into the defined area to select
specimens; players on a team may either stay together or separate
unless otherwise directed by the teacher.

D.

After a time period specified by the teacher, teams return
to the classroom and match specimens to the board examples.

E. Score is calculated.

v. Win Criteria.

The team with the highest score wins the game.
Scoring:

2 points - each block covered
10 points - each horizontal line
15 points -~ four corners
20 points - each vertical line
50 points - each diagonal line
50 points -~ center square
365 points - total for all squares covered

VI. Debriefing.
A. The following questions may be appropriate:

1. Ask the winning team why they think they won. Did they try to
use strategy? (i.e., searching as individuals or staying together).

2. Ask the losing team why they think they lost (i.e,, not being able
to find the specimens, not having enough time, etc.). What would
they do to improve thelr score on the next trip?

3. Ask questions regarding recognition of specimens, Example: How
did you know that this is a fern?

4, Ask questions relating to the biosphere. Example: Where did you
find the fern? What was near it? Was the area dry or moist?

5. Ask teams why they were unable to find certain specimens. The
conclusion might be that the specimen was rare

6. Ask what makes a specimen rare.




B. Test according to the beltavioral objectives.

VII. Results of Tryout.
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1.

track
tray
train
truck
trick

SLep

star-.
sting
starp
Thove

Spinper:

Consnructicn of Game Components,

a. Make a circie 21" {n diameter on the large sheet

of white poster board.
the circle

| Divide

{nto tenths.

¢. Place the ccascnant blends (fr, fl, cx, pl, dr, sk,
gr, br, st, tr) on green construction paper (3" X 3"),
and station them equi~distant on the perimeter of the

circle,
Construct a spincer and place it in the center of the
circle (see the following illustrat

PR i

ion).
/]

Werd caras:

Print each of the foliowing 50 words on a separate 3" X 5"

index card:

bride ground frost flag
bridge grin frog flowers
brick green frame fly
breom grape Frank floor
brewn grow Friday fleas
dru= crow skip please
dress crayon skunk play
drean crate sky plant
draw cry skirt plum
dry Cross skate plate

Phrase cards: :

a. Pri-t cach of the following sentences or phrases on

separate 3" X 5" index caxds.

b. On the reverse side of the card,
whether it belorgs in set I, IT, 1lII, etc.
have 10 sets,
cards.)

lable each card as to
You will

(Do not place any answers on these phrase



Set (1) (tr blend)

Ansvers
(a) A tra.n ruus on it. track
(b) You carry dishes on it. tray
(¢) It gees eon a track. train
(d) You can ride on {it, truck
(e) My dog can do it, trick
Set (2) (br blend)
(a) A woman who is going to be bride
married.
(b) Tt is built over water. bridge
(c) Houses are built of this. brick
(d) It is something Mother broom
uses to sweep the floor.
(e) It is a color. brown
Set (3) (gr blend)
(a) You walk on this. ground
(b) A smiling tace does this. grin
(c) 1t is a color. green
(d) 1t is semething to eat. grape
(e} The plants in your garden do grow
this.
Set (4) (fr blend)
(a) It is on the windows on a very frost
cold morning.
(b) 1t hops near the pond. frog
(¢) You put a picture in it. frame
(d) It is a boy's name. Frank
(e) 1t is a day of the week. Friday
Set (5) (f1 blend)
(a) It is red, white, and blue. flag
(b) They bloom in the summer. flowers
(c) A plane does this. fly
(d) Your wother can scrub this. floor
(e) Dogs sometimes get these. fleas
Set (6) (st blend)
(a) You do this at a red light. stop
(b) They can be seen at night. stars
(¢) A bee can do it. sting
(d) You put it on a letter. stamp

(e) Mother cooks on it. stove




v,

Set

(a)
(b)
(c)
(d)
(e)

Set

(a)
(b)
(c)
(d)
(e)

Set

(a)
(b)

(c)
(d)
{e)

Se+

(a)
(b)
{c)
(d)
(e)

4. ldzn

a.

Procedures.

A,

(7) (dr blend)

A tey winich you can beat.

A girl wear: this.

You dc this when you sleep.
You do this in art class.
Oppcsite of wet.

(8) (cr blend)

A black bird.

You color with {t.

A bitg bex,

A taby does this.,

What you see on a church,

(9) (sk blend)

Between a walk and & run.

It is an animal and smells when
you sare it,

Yo. ree evars Iin it at night.

A girl wears it with a blouse.
You do thi: oa ice.

(10) (pl blend)

A pclite werd,

We do thts after school.

It grows 1n the garden,

1w i: a fruiv,

Mother guts your food on this.

titv casds:

Fold 10 index cards in half,

d.;um
dress
dream
draw
dry

crow
crayon
crate
cry
cross

skip
skunk

sky
skirt
skate

please
play
plant
plum
plate

Print one of the following blends on each of the folded
index cards: tr, br, gr, fl, fr, st, dr, cr, sk, pl.

Sort the 50 sentence or phrase cards into 10 sets of five cards
each. Check the reverse side of the sentence cards as to which

set each belongs.

You ray have as many as 10 players.,
wecrd cards,

receive more word cards.)

Place each of the folded identity blend cards
near tre set which corresponds to the blend.

Deal each player five of the
(1f you have fewer than 10 players, each person will

The fir:t playver spins the SPINOBLEND and says the sound of the
blend which 1 clesest to the pointed end of the spinner. He
locks ¢ver the identity blend cards until he sees the blend which

he has pr:nounced.

and reads 1t,

He then seleccts one of the sentence cards



D. Each child locks over the word cards which he has in his hand,
trying Lo tind the word which can be associated with the sentence
or phrase card and the blend. If he has the word card in his hand,
he reads the word and places the card near him on the table.

| E. If a player has the correct word card in his hand and fails to
identify it, he keeps the card in his hand. The game continues
until one of the players has placed all of his word cards on
the table.

Win Criteria.

The first child to place all of his word cards on the table wins. Lesser
winners can be determined by counting the cards remaining in the other
children's hands; the fewer the better,

IT. Debriefing.

A, The ioliovwing questions may be appropriate:

Why do you think you won the game?

2. Which of the consonant blends seemed difficult for you?
Did you have difficulty readinz any of the words in the
sentences? If so, which ones?

4, What other words can you think of that begin with these

—

(P83

_ sounds?
5. How did we learn new words today?
6. How are all these words alike?

1. What did we find in this game that will help us attack
other new words?

8. What other blends, phrases, and word cards can we add
to this game?

B. Test according to the behavioral objectives.

VII, Results of Tryosut,




ppendix A.

11.
12,
13.

14.
15.
16.
17.
18.
19,
20.
21.
22,
23.
24,
25.

It is a enl.r. een
It hops near tre pond. og
It i the day of a week. __ 1iday
It 15 red, white, and blue. ag
Ycur nother can scrub this. -~ oor
A bee can do this. ing
A girl wears this., _____ess
A toy which yeua can beat., e um
Mother cc:ks on it. ____ove
They blcom In the summer. owers.
Opposite of wet, y

A black tird. ___ow
It is an anital and smells when you

scare it. ____unk
Yo: do thiz on ice, ___ate
It 15 a fraat, e um
Yous do thi: in art class., aw
We do. this afrer scheol. ay
Dogs sore-imes get these. _____eas
It i5 a frodt. ____ ape
It is built over water. _1dge
A tilg bex. ______ate
It grzws in the garden. ___ ant
It gzes ¢ a track. ain
A train ruvns con it. ack
It is <cmething Mcther uses to sweep

the flceor, oom
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. It i3 a ¢coicr, _.€en
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- o s

and bice.
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A tee can do this.

A pirl wears ti{s,
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ciaz:,

Yo. do trix In art

We do tnls after scrniol,

Logs scuetines get there,
1t i& a Beait,
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SPINOBLEND

‘ost-Test Name

Part 1. For each blend below write 5 words which begin with that blend.

£l er, sk
1. 1. .
2. 2. 2
3. 3 3.
4. 4, 4.
5. . S, 5
dr st

1. e

2. 2, .

3 3.

4 4,

5 5.

lart 2, Complete the answer to each riddle by writing the missing blend.

1. Mother puts your focd c¢cn this. ate 14, A kind word., , ease
2. You do this on paper. ___aw 15. A baby does this. y
3. You see stars (n it at night. y 16. An animal that smells
) when you scare 1t. unk
4. You color with irt. ayon —
5. An elephant has a 1 K 17. You eat this meal before
) noelephant has a long - —un you come to school. eakfast
6. It 1s a color. —-own 18. It is purple and good
7. You can ride on it. ain to eat, ape
8., If you water a plent, it will 19, It 1s a boy's name. ank
help it —v 20, 1t is white and used to
9. At hcme you walk on a . 0or meke a cake. our
10. They are in the garden. owers 21. A bird does this. y
11. You put a pacture in it. ame 22. You put it on a letter. __amp
12. Another word for road. reet 23. If a baby cannct walk,
13, They can be seen at nighr. ars te . o —-avls
24, You do this on ice. ~ ate

25. A gitl wears this. ess




STAY OR GO

I. . Overvieu.

. STAY OR GO 1: a reotle=play game desigred te be used wn a unic study of the
Middle Ages. 1ts setting ts a fictiticus feudal mancor whose village of
serfs {s subjected to forces of change and to other influences which try
tc maintain the status quo. The basic irsue of the game is whether or not
the serfs will cheose to leave the manor, as this issue 13 explored, the
socfal, political, and eccnomic cenditions of the Middie Ages are made

..ap;areut. A gare which 1nvolves the whele class, STAY OR GO is recommended
fct junior high schoosi grades because of its ¢ccntext.

By rewriting the scenaric and roles, the teacher could adapt this game
for the study of slavery in the South prior tc the Civil War.

I1. Objectives,
A. Behavioral.

1, The student shculd b~ abie to list all the soclal classes that
were invclved in the game. These are apparent in the various
roles (see Appendix B) and are suararized in Appendix E.

2. Given a list c¢f all the participanZe In the game (see section
IV, B), the student should be able to circle correctly those
which did not favor change.

3. The student shoald be aule to list correctly the three new factors
in history which influenced the viliagers' decisions in the game.
These are ccntaired in the roles (see Appendix B) and include
the growth of towns arnd trade, the crusades, and the plague.

4, Given a list cf the characteristics of the different social groups
in the gahe, and the rames of these groups, the student should be
able to match each characteristic with the proper class or group.
(These characteristics aprear i» the roles in Appendix B and are
summarized in Aprendix E.)

5. Given a iist of the individuals invelived in the game (see section
IV, B, the student should be able to rank them in the order
of their power or influence (see Appeudix B for voting powers).

B. General,

1. The student shculd gain a better understanding of the structure
of life en a medieval mancr.

2. The student should recognize the historical factors which helped
bring an end to feuvdalism.

3. The studcnt shcould better undersrtand the economic, political, and

social aspects of feudalism,

ITl. Materiais_and_Game Components.

”

A. A scenario setting the historical scene {see Appendix A} for each player.
B. Individual rcles for the fcllowing (see Appendix B):




Sir Giles, Lord of the manor and vassal to the King.
The Senechal, business manager and overscer for the Lord.
The Miller, a freeman.
The Blacksmith, a freeman.
Father Barncy, the village priest.
The Troubador, a traveling minstrel.
Roger Watkins, a serf returned from a Crusade.
Richard of Shrewsbury, a town resident who was once a serf.
William Teakwood, a runaway serf who returns to the manor.
10, Sir Cederick, the son of Sir Giles.
11, Sir lLunchalot, a knight of Sir Giles.
12. Sir Castlebury, a knight of Sir Giles.
13. Cyrus Moneybags, a prosperous town merchant.
C. Group roles for the villagers. There are three groups of villagers,
elight students in each (see Appendix C)., Each group contains:

(Vo s SC NI RV R UCRY R

1. Casper, a conservative serf,
2. Murphy, a radical serf.
3, Six serfs whose opinions are neutral and who are to be influenced

by the interaction of the game's players. {(More or fewer players
may be given roles as neutral serfs depending on the size of
the class,

D. A transparency of the physical layout of the manor of Sir Giles to be
shown to the class btefore the game begins. A textbook diagram of a
typical medieval manor can be used to construct this.

E. Name cards to be worn by role players. (These can be made with index
cards and straight pins.)

F. A prediction form (sce Appendix D) for each player.

V. Procedures.

A. Time Period 1:

1. Show transparency of manor and discuss.
2. Give each player a scenario and allow time for him to read it.
3. Assign roles, hand out name cards, and allow time for students
to read their roles.
4, Arrange the classroom as indicated below:
@) O ®) Sir Giles
Senechal
Village Priest
O Blacksmith
A Miller
- 8ir Cederick
4 Sir Lunchalot
CD () () Sir Castlebury




O

Casper, a conservative serf
Murphy, a serf ()
6 uncommitted serfs

Troubador
C) ' Roger Watkins
O O Cyrus Moneybags
Richard of Shrews-
bury
William Teakwood

Same

As B

Same

C) () As B ()

@) O O O O

Time Period 2:

The five groups remain seated at their own tables and state their
points of view, ask questions, and interact,

Time Period 3:

1'

2 L

Divide the role players at tables "A" and "C" into three ap-
proximately equal groups and send one group to each of the three
tables of serfs,

Have the role players from tables "A" and "C'" interact with the
serfs for a specified period of time (approximately 10 minutes);
then have them rotate to another table of serfs for interaction.
After a third rotation’, the serfs will have been in contact with
all the other participants in the game ,

Players fill out their predi:fion forms. They orally state their
votes to stay or go, which ~.¢ tallied bv the teacher, and check
their predictions of others' votes., (The prediction form is used
to indicate the extent to which students have been successful in
communicating their opinions on issues and to give them a chance
to guess the outcome of the game. Although they are not desdgnated
as winners, correct predictors should receive some satisfaction at
having predicted accurately,)



V. Win Criteria.

Individuals win if the vote of the villagers favors thelr point of view.
V1. Debricfing.

A. The €ollowing questions may be appropriate:

L. What factors or new ideas Influenced your decision or cause!d
change? ‘ow? Why?

2. What social classes were present in the game?

3. Which tndividuals (or groups) had the most influence?

4. Which individuals (or groups) favored change?
Which did not?
5. Which serf would you consider radical? <Conservative? Why?
B. Test according to the behavioral objectives,

V11. Results of Tiyout.




Appendix A
Scenario

It is the year 1300 A. D. The scene is tlie manor of Sir Giles of Oakmont,
somewhere in Europe. On this manor live the family of Sir Giles, his private
army of knights, some craftsmen who are freemen, a local priest, and a village
of serfs consisting of approximately 50 families.

Land changes hands often in these medieval times, and there is much warfare

and confusion. Sir Giles' soldiers protect the manor and che people on it in
return for their services. The nobility live much better than the serfs, who have
little freedom and live under many restrictions. Sir Giles 1s not sympathetic
with his serfs' lowly position and poor living conditions; he sees them only

as a means of making his land produce.

However, changes are coming to Europe because of new historical, social, and
economic developments,




Appendix B

Individual Roles

Sir Giles

You are Si{r Giles, Lord of Oakmont Mancr and one of the most powerful nobles of

the kingdom of Frabri. Your income depends upon the agricultural products harvested
on your land; you therefore need the labor of the serfs in order to keep your
position. You will do anything 1n your power to keep things the way they are

on the manor., You have heard rumors that there is talk in the village about the
possibility of your serfs deserting the manor.

Voting Power- 15%

*Note: Voting powers may need to be revised as game goes through tryout.
The Senechal

You are Robert, the senechal of Oakmont Manor. As such, you are caretaker of the
estate of Sir Giles. You see to it that his projects are carried out and act as

a "go between"or medfator between the lord and the serfs. You are paid well and
live comfortably. You do feel, however, that the serfs should be treated better
by Sir Giles-=-you have heard a rumor that the serfs may leave the manor and go

to a nearby town. You can understand why they might want to do this, but you
also feel some loyalty tec Sir Giles,

Vbting Power- 8
The Miller

You are John the Yiller. You are in charge of the lord's mill which grinds
grain to flour. fveryone on the manor must use this mill, and, as a fee, they
give part of their flour to the lord. Because you also receive a share, you
firmly support Sir Giles. 1If the serfs should leave, you might not have a job!

Voting Power- 3

The Blacksmith

You are Henry the Blacksmith. You are a freeman, but you do smithy work for
both serfs and nobles. Since you werc once 2 serf, you want to see them lead
2 better life. You feel that they should be allowed to choose their own work
and go to tcwn to seek employment if they wish., VYou feel that if Sir Giles




>ald them ¢ood waves and trecated them better, they might want to stay. However,
you do not want Sir Giles to know you feel this way. You are undecided as to
vhether the serfs should risk leaving the manor.

Voting Power- 3 ’

Father Barney, the village priest

fou are Father Barney, the village priest. Although you minister to the spirit-
1al needs of both nobles and serfs, you consider the serfs '"your people." You
feel that 1{f the Lord of the manor, Sir Giles, would treat the serfs better, he
sould not have to worry apout their leaving. You will try to convince everyone
that the serfs must be given more freedom and better working conditions.

fou also know that a disease known as the ''3lack Death" or plague has struck
nany towns and manors creating a shortage of workers. This should give the
serfs a chance to demand better conditions, more pay, and more liberties. You
#111 have to decide whether the serfs should leave or not.

Voting Power- 8
Troubador

fou are a wandering troubador. As such, you have seen life on other manors and
in the towns, and you are aware that chanrges are taking place. You know that

an increase in trade brought on by the Crusades has caused towns to grow. You
1ave seen that people pnow have more freedcm in the towns. Also you have noticed
that many cerfs have egcaped te the towns and have found a new and better life
there. On some af the manors vou have visited, the Lords are tiveatlay the secls
nuch better than Sir Giles i3 treating them at Oakmont. You will try to convince
those ycu talk to that changes are bound to come. You are sympathetic towards
the serfs; but ycu must be careful that you do not offend the nobles or you will
e forced to leave Oakmont Manor.

Voting Power- 4

Roger Watkins, a serf
recently returned from a crusade

fou have, on your journeys, seen many new and marvelous things. You are now
aware that many men do not live in the way that your fellow villagers do on
Jakmont Manor. You do not wish to resume your old way of life and are seriously
considerineg ileaving the manor to go to a nearby town if you can convince others
to go with you. p

Voting Power- 4
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Richard of Shrewsbury
(a nearby town)

You are Richard of Shrewsbury, a former serf of Oakmont Manor. ‘'faving run away
and successfully remained hidden for a year and a day, you are now & freeman!
You are employed as a journeyman {n a tailor shop and since you are paid good
wages, you someday hope to own your own shop. You have come to Oakmont to visit
your family. You will try to influence them and the other serfs to return with
you to Shrewsbury.

Voting Power- 4

William Teakwood, a runaway serf
who has returned to the manor

You are William Teakwood. Th:ee months ago you ran away from Oakmont Manor. On

your way to town. vou were set upon by thieves and beaten and robbed. When you finally
reached the town, you were uiable to find work since you didn't have any particular
skill. Without food or sheiter, you went to another manor only to find that the serfs
there were treated even werse than you had been at Oakmont. You are convinced

that to leave the safety .and security of Oakmont Manor again would be a foolish
mistake. - You will try to convinzce others of this.

Voting Power- 4

Sir Cederick, the son
of Sir Giles

You are the son of Sir Giles, You and your father have many .arguments, and
you fear that he will never allow you to inherit the manor. You have already
convinced some of the nobles to support you. If the serfs revolt, you can use
this as an indication of your father's failure to rule properly. With this

as an excuse, you could then take over the manor.

Voting Power- 10

Sir Lunchalol, a knieht
Who serves Sir 7iles

You .are Sir Lunchalot, Sir Giles has promised you a large grant of land in
return for your faithful service. You do not want the serfs to leave the manor,
since your fortunes are closely connected with those of Sir Giles. You will try
to convince others that to leave the manor would be foolish since they would only
be placing themselves in danger of starvation and death. You will ask questions
like:

1. Suppose there are no jobs in town?

2. Who will protect you if you are attacked?

3. Where will you find food and shelter?




Voting Power- 9

Sir Castlebury, a knicght
servinz Sir Giles

You serve in Sir files' army, but you dislike him because he shows more considera-
tion for the other knights. You wish that Sitr Cederick, the son of Sir Giles,
were the Lord of the manor since he favors you and would probaby grant you some
land. You wish that the serfs would give Sir Giles trouble, for this would give
Sir Cederick an excuse to take over the manor. Without allowing Sir Giles to
know how you feel, you will try to encourage the villagers to revolt telling
them:

1. That serfs are treated better on other manors.

2. That there is a better life to be found in the towns.

Voting Power- 9

Cyrus Moneybags, a prosperous
town merchant

‘You are Cyrus Moneybags, a prosperous merchant from the town of Shrewsbury
visiting Jakmont Manor {n order to see your old friend, Father Barney. You
will give the foltowing information to the people to whom you talk during your
visit: ’

1. That business in the towns is good,

2. That returning crusaders have brought back new products such as
s{lks and spices that people now want.

3. That the '"Black Death' recently struck your town creating a need
for more workers in the shops.

4. That the lords of some manors are giving their serfs better wages
so that they won't go to find jobs in town.

5. That townspeople have gotten ‘'charters' from the lords and now

run their own town governments.

Voting Power- 6




—— 1

Casper, a serf

You are a conservative serf; you fear that change may cause you much trouble.

You prefer the safety and security of life on Sir Giles' manor to the uncertainty
of running away. You have heard rumors that the nobles will kill any runaway
serf on sight. Maving no particular skill other than farming, you fear you will
find no job in town. You are also certain that travel is dangerous due to raids
by groups of bandits. You will try to encouraze others not to leave the manor.

Voting Power~ 4

Murphy, a serf

You are a radical serf. You believe that life on the manor is unbearable and

that the only possible solution for the village's problems is for all the serfs

to leave the manor. You feel that your freedom is even more important than safety,
food, or shelter, and you speak out in spite of the possibility of punishment

by Sir Giles. You will try to convince the other serfs that leaving the manor

1s necessary.

Voting Power- 4

Undecided Serfs

You are confused and do not know whether you want to leave the manor or not.,
Listen to the arguments of all the people with whom you come into contact so
that you can make a wise decision,
Voting Power- 2
Appendix D

Prediction Form

Predictions

Sir Giles

Sir Cederick

The Senechal

Sir Lunchalot (a knight)

Sir Castlebury (a knight}
Cyrus Moneybags (a2 merchant)
Father Barney (a priest)
Casper (a conscrvative serf)




Murphy (a radical sert)

William Teakwood (a runaway serf who returned)

Richatd of Shrewsbury (a former serf residing.in town)
Roger Watkins (a serf returped from a Crusade)

The Troubador

The Blacksmith

The Miller

The Undecided Villagers (majority)

Were you able to predict by your fellow students' actions during the game how
they would vote on the issue?




Apperdix E

Social Classes Invylved irn the Game
\]

- e

Nobility: The landowning, ruling class; supporters of the status quo.

Knights: Honored and atfluent class, given gifts and benefits in return
for service to and protection of a Lord.

Craftsinen: Freeren; dependent on the nobility and the villagers for their
livelihood; have a special trade or perform services.

Rising Middle Class: TFreemen in tcwns beccming prosperous as trade increases;
frequently conmercial or mercantile.

Priesthoecd: Influenttial and respected in village coamunity; minister to
the epiritual needs of toth ncbles and serfs.

Serfs: Members c¢f the servile feudal class, bcund to the soil and subject
to the will of the wobility owning them.




TOPIC: The Colonization of Pennzylvania.

1.

II.

IIT.

Overvicw.

This 1s one of a series of gawes which 13 designed to test the students' com-
prehension of Colontal Pennsylvanfa. It indicates the students' knowledge on
various topics, e.g., colonial leaders, significant events of thdt era. This
game also promotes the students' ability to formulate intelligible questions.
"The Colonization of Pennsylvania" was designed for grades five and six and
can be used with 10-30 children,

This same format can be used in English, math and science. It could be adapted
for use in grades 3-12, depending on the complexity of the subject matter. The
format of STUMP THE STARS could be used to determine how much students already
know about a specific topic before studying it so a minimal amount of re-teaching
would take place.

Objectives.

A.  Behavioral,
Given 20 names of prominent figures and significant events from the
history of Pennsylvania which are found in the game, (see Sectfion [II, B)
the children should be able to fdentify these figures and events correctly
and list their historical significances.

B, General,
In this game the students must forimulate their own questions from
given answer cards. STUMP THE STARS should thus enrable the children
to take a given person, place or event and formulate an intelligible
question about the answer.

Materials and Game Componecuts,

A. Needed Materials,
1. Index cards, 3" x 5",
2. 1 sheev colored poster board,
3. Brass fustencr, :
4, Magic markers.

B, Construction of Came Components.
1. 1Index cards are uszed to make three identical decks of answer cards.
Sample deck of possible answer cards:

{ WILLIAM 2 GENERAL
' PENN ’ BRADDOCK




MASON & DIXON'S WILLLAM

3 LINF 4. PITT

5. Jonestoga wagoha 17. Quakers

6, Danjel Boouu 18, Tamenend

7. lencaster Turapike 19. John Forbes

8. Cumberiand Roead 20, Charter of Privileges

9, Penn's Woods zl., Fort Stanwix Treaty (1768)
10, Piiladelplia 22, First Continental Congress
11, 1681 23, Wyoming Valley Massacre
12. Valiey Forge 24, Anthracite
13. Keystcne State 25, Benjamin Franklin

14, Amizh 26, Liberty Bell
15, Tinicum Island 27. Independence Hall

16, Peter Stuyvesant 28. Whiskey Rebellion

2. Spinner,.
Cut a circle of diameter 18" from the sheet of colored card.

Drawv lines through the center of :he clirvic oo divide it
into four cuua, quadrants. [n each quaara © i1aug a soar
and labe: eatr star A, B, U o7 M & 3L00 % 8ho o+ C L ooun
a polnter irom remaining cacd ani color |t v
marker, Fix pointer to centec of circie with a r.ass
fastener. Attach Lhe pointer L00sery SO L

spin casily,

IV.  Procedures.
A, Divide o slas5 wnte tonr egual croups &, B, fooand D,
3. Spin the SPINNEY to delermite wnich grosp wili be the filrst STAR TEAM,
G Whis greup wi:l 2it 1noa o0 ut the froat of the class facing the class.
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. The remaining tivtee sroups it (v eepavate eircles in corners of the
room; cach group sclecte a spekerwan,

. The teacher glves a deck of answsr cards to each of these three greips.
The cavds are ruvtfiled and placed face downward on a desk in the widdle
of each group,

F. Star ccaw piaver %1 spius the spinaer to determine which group will ask
him his guwestisn, i be spins hia awn aroup lie may chooze his own ques-
[ tion team. Ali questions must pervtain to colonial Pennsylvania.

G, The toam askiny the question draws the top card frem thelr deck and the
group together tosmulaves a question to which the words on the card are
the answer, ¢.g., Card: WILLIAM FENN,

Possible queastions; 1. Who founded Pennsylvania?

2. For whom was Pennsyivania named?

H. The spokesman Iror the gueztion teoam asks the question, If the spokes~
man cannot Lhink of a gquestion hie team ferfeltas 2 pointa,

I. 1he wember of *h¢ star team zhozld glve the answer on the card. He
gaius S poines fer a correct anzwar., If he cannot answer, but another
star caun, tte team gains 2 pointe,

If the stars do not give the correct anawer they gain no polints.

1f the questicn team asks a chg qneﬂtion they forfelt 2 points to
the stars, The teachcr i¢ tk finai judge 1f any problems arise about
the question formulaved,

J. The gane continnves with player #2 apinning the SPINNER to select his
“question team, This preocedure centinges intil each star has had an
opportunity to answer a questiom,

K. A new star team iz selzcted and the game procecds as before until each
team has been fhe stars,

V. Win Criteria,

The team wich the mort pointe winz.

VI, Debric’flag.

A, The fellowing goestions may bhe appropriat®:
1. Why do veu tuink yau wen (lost) the game?
2, How irportant Jo wot think venr wwen ability to wake up a questicn

wae in the piacing of this gane?

3. How meich did wov already pave to kuow abtiout Penmsylvania history
to play tie zamn well!

4. Did wor lears mauy new thannz about Peansylvania history while
ptaying tie gamo!

Ve

P

B. 7Yest according ro the vebavioral object

7

ERIC

Aruitoxt provided by Eic:



II.

I11.

|
'SUNNY NUMBERS

Overview,

SUNNY NUMBERS {s a board game designed to teach ., recognition and counting

of numerals one through 10, Puplls become familiar with the numerals by seeing,
hearing, and repeating them throughout the game. Designed primarily as a
kindergarten/first grade game, this gane format could be used for gqlder
thildren who' have difficulty in aumeral yecognition-and comprehensign,- - ..° .3,
The same game format can be used Py replacing the numerals:with:lerserus of.the
alphabet. If the alphabet is used, the player would simply hang a single

ring on the correct letter and then proceed according to the game procedures
outlined. This game can also be used in certain math processes, e.g., adding
and subtracting.

0biectives,
A, Behavioral.
1. Gilven a set containing one to 10 objects, the child should be able
to count the objects correctly.
2, Given a set containing one to 10 objects and a scrambled set of

number cards reading from one to 10, the child should be able to
select the correct number card to match the plven set.

3. Given a scrambled set of number cards reading from one to 10, the
child should be able to read each card correctly.
B. Genef 1.

The concept of numbars should be understood by the children. °-

Materials and Game Components.

A.  Needed Materials.

l. 9'' X 12" 'sheets of colored construction paper (one per child).
2, Round plastic counters (10 per child).
3. Felt-tip markers: black, yellow, orange, red, blue, green,
purple,
4. Five 22" X 28" sheets of white poster board.
5. Masking tape.
6. 2 yards of red gros- grain ribbon (1" wide).
7. 2 yards of white gros~ grainm yibbor (1'" wide).
8. Ten 3" X 5" unruled findex cards.
9. Eleven glant paper clips.
B. Conatruction of Game Components.
1. Individual counting boards;

a. Cut each 9" X 12" sheet of construction paper so that it
measures 9" X 10",

.
.



g. '""Rays" are colered orange; center face yellow.

h, With a black felt-tip marker, write the numerals and
draw the face.

i, Bend 1l giant paper clips into hooks, 1, e.

J. Insert one hook into each “ray" and one near the nose, so
that the single end gces ) through to the back of
Mr. Sunshine. Tape the clip fast to the back
so that it does not move. f’

Scoring therrometer chart (two):

a. Cut two €% X 28" strips of poster board.

b. Using red and black felt-tip markers, make the strips
resemble thermometers. Each thermometer should contain 15°
as pictured.

black

red

c. Cut a 1%" slot across the red circle, and another above the
middle of the top line (# 15).
d. Measure the distance between the two holes, and add %". Cut
tour pleces of ribbon (two red, two white) this length.
e. Take one red length and one white and stitch them together
across thelr width, overlapping %".
f. Slip this strip through the slots on the thermometer and stitch
the loose ends together to make a continuous strip (the red ribbon



1V,

Procedures.

A,
B.

C.
D.

represents the mercury riping on the thermometer and, thus,,
keeps scorel.
4, Nuneral caxds:
a, Using 10 - 3" X 5" unruled index cards, write a numeral
(from 1 to l0) on each. '
b. On the back of each card, draw & '"Mr. Sunshine,"
5. Counting rings:
a, Make 10 small, colored:rings (l%" radius) out of poster board.
Color with felt-tip markers.

b. Make two large rings (2" radius) for the centexr ring.toss.

4

Tack or tape "Mr. Sunshine' where it can be seen by the whole class.
Scramble the numeral cards, stack, and place numeral side down. Put
the pile on a table near Mr. Sunshine.

Put the counting ringe in an open box near the numeral cards.

Tack or tape the two thermcweters clese to Mr., Sunshine. Label one
thermometer "Team 1" and the other "Team 2".

Divide the class into two teams. Each child receives 10 counters and
a counting board.

Team 1, player 1 chcoses the top numeral card from the plle.and reads
the numeral aleud. If he {8 unable to read it, he may choose someone
from his team to tell him,

The player then selects the appropriate number of counting rings from

“the box. He takes the counting rings to the numeral on Mr, Sunshine

which correspouds to the numeral on the numeral card., He puts the rings
on the appropriate hcok, counting by ones as he does so.

If he does this correctly, lhis team receives 1 point, and he may move the
scoring thermometer one degree The child has now earned the opportunity
to try to "ring" Mr., Sunshine's nose:. He has two chances to do so.

If he makes a ringer on either of the two chances, his team receives a
bonus point, and he ts able ts move the thermometer onec more degree.

If the player requires help in reading the numeral card, he does not
receive the opportunity to try to ring the nose, (His tcam still receives
one polnt if he choosesthe correct numeral on Mr. Sunshine and counts
correctly.)



J. Meanwhile, the players at thelr secats should have found the correct
numeral on thelr counting boards and have placed the appropriate number of
counters below it, They can check themselves as the player at the Mr,
Sunshine board counts aloud. )

K. The same procedure continues for Team 2, etc., until the time allotment
is over or until a team gets 15 points.

V. Win Criteria.

The team with the '"hottest thermometer" (highest score) at the end of the
game or the first team to get 15 points wins. (This is determined by the
teachér.)

VI. Debriefing,

A, The following questions may be appropriate:

1, Who from Team QOne can count the score by ones? Repeat for Team
Two.
2, Which team's score i{s the highest? Which is the lowest?
3. Why did Team ( )} win?
b, What happens on a veal thermometer when the red line rises?
B. Place a set of objecta ( 10 or less) and the Sunny Numeral Cards in

clear sight. Ask '"Who can count this set?" 'Who can find the numeral
card to match the set?" Continue with several sets.

C. Other activities: e
1. Count 1, 2, 3, _ . Ask question, "Whp can tell what number

comes after three?" Repeat the same process with several other
numbers.
2. Place a scrambled set of numeral cards, 1-5, in front of the

class. Ask, '"Who can put these in the correct order?" Do the
same thing with cards 1 to 10.

3. Ask, "Who can count to five without looking at the cards? "Same
to number 10,
4, Ask, "Who can bring me 3 pencils? 5 pencils? 7 pencils? 9 penclils?

10 pencils?"
D. Test according to tiie tehavioral objectives.

P

VII. " Re5u1ts of Tryout.




TAKE_AND_MAKE

—

Overview.

TAKE AND MAKE 1s a phonics game designed to teach initial consonant sounds
and the letter which correspends to ea:h sound. It also teaches or reviews
rhyming words. A first and second gtade game, TAKE AND MAKE can be played
in two circles of 10 chiidrxen.

A teacher could substitute bierds, such as bl, fl, cr, st, for the single
consonant sounds in the game. Word parts other than those given in the
game could also bte used. ‘

Objectives.
A. Behavioral.

i, Given: (1) the follcwing printed list of 10 word parts taken
from section 1V of the game:

o8t 18
ake ing
ish o
ay at
am et

and (2) each of the following words pronounced by the teacher:

coat pig
make wing
dish top
hay bat
jam set

the studeat should be able to construct the eight words by
, writing the beginning letter before the word part of the
N RRSY corresponding word as it 1s given by the teacher.

2. Given two words which are comprised of a word part from section
IV of the game (oat, ake, fsh, ay, am, 1g, log, op, at, et) and
a beginning sound, such as the ¢ in cake and cat, the student
should be able to name orally two rhyming words for each with
100% accuracy.




B, Genesal,

Through learaing i1n.tial cen:cnent sounds, letters, and rhyming
words, the child shwutd be aole to irmprove his abillity o attalk
new wusds phonetically) thus, he should be wtmprsving his 1eading

abilticy.
IIT. Marerrals_and Game Cynpouzots.

Al Néeded Matertals,

2 sheats of white poster board (28" x 22"),
) sheer of coloted puarer bracd,

2 brass tasreners

Glue or pasre.

Stavler.

6 -henrs ol oakrag (18" x 24",

22 praces of coirred conustrugi ton pager.
Plazk le.i=t:p matkut.

» - a

O ~ NI

B. Constru tizn of Came (.rponents.
1. Copwounsnt nlantag hoscd (corastrult two)!

a. Draw & large 17112, approximately 20" 1a diameter,
on white 8" ¥ ¢2" prster board; divide the lrcle
into 2i egual +z.11205 capproximately L8-1,27 / section).

b, Censtev.t the spinaer from coloted psster board and a
brass tastencr, triace o saall cardboard tylinder between
the beard ana tne sp.aner to facilitare spinaing )

<, Cut r-izngle: trom the construction paper; rthese musc fi1t
into rhe zuter ends 5 the 21 seitions (-2 dlagram),

Q v
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Glue the broad end ot ea.h trziangle to the circle, being careful to

glue just the lower edge; do not glue the apex. The triangles will
serve as pceckerts for rhe (onsdnanr zards.

Print a different conscnaat on each rriangle: b, ¢, d, £, g, h, 3,

ko L, mon, pyqu, 1, £, 8, Yy W, Xy ¥y 2 (use QU instead of q).

d. Cut 84 1" x 2" poster board rectangles. Make four
consonant cards for each consonant by printing cne
letter in each rectangle, as shown.

b e e i s s o i W ks e

Place these conscnant cards in the appropriate pockets.
2. Individual play:ing brards (csnsteuct 10 of the follcwing):

a Cut a 6" x 20" strip of pcster board; vertically divide
it into 10 6" x 2" seccions.

b, With & stapler, attach pockets, formed by folding a strip
of constru<tion paper, act the extreme left hand side of

the board. Print the fcllowing word parts in the 10 spaces
as shown:

oat, ake, tsh, ay, an, 1g, ing, op, at, et.



Eaad - ks r s >
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V. Proceduces.
A, Divide the clas: into two groups of ten; divide these groups into
five teams of t+2. Arrange the two large group: 1n wwd cirwles with
a spinner in the -enter (children way be seated on the flooe 51 at
therr desks)., fach group pliavs a separace game {game procedure for
each group foilowsh.

B. Each tesn of two ceccive: a play.ag beoard., Teommates make decleions
together.

C. All word parts on the playing bzard ate cead alsud.

D. Team 1 spins tne spina<r on the spinntag board., I¢ must name the
consonant te waiih the =pianst p2ints.  [f it names 1t correcily,
it may take & cosuiunant Jacd frem that partilgcuiar consonant pocket;
1f 1t 15 unzzls 2 name the <ons-cniut, 1L may not have a card, and
the gome projie:ses 10 the nest toam, It a team is able to take a
consonisnt taid, 1t dogs 30 und Cl.ks 1O €5tabllsh a cumplete word
20 18s plaving board bty plavingitre card ta whe pocker peeceding the
appropriste woud pact. it must zead the wods 1t has estzblisned,

O
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If & team e¢stabli:-hes on tacotrect word, it ray be chailenged, If
the challenging <e¢am 1y <ocrect and cen make & redl word, 1t may
keep the ta:d.

E. A ream wmay Change LS Jonsonaht: arcund as «ong as this 1s done
during 1ts tuin ‘t may als: rrade consonant cards with any other
team, 1f done duiing 1te tuen,

F. The game pruceeds until a team has fi1lled t1ts game becard (or uncil
the'end of a given time periods,

v. Win Criteria

preEiutparinipuibripus

The first team to have rompleted 10 words (orrectly and to be able to
read them ts the winner (2r¢ the team with the most words formed
cortectly at the end ot 3 given time pericd,.

VI.  Debrieting.

A, The follicw:ing question: ma, be appropriate for the winning team:

1. Whet wirds d1d vou make on youf 0lacd? How do you spell them?
2. What did v:u dg tar vaa’

3. Were you z2.e¢ 12 (rdade &y Latlds:
4, Did y7ou ccrrect any corucs 2f 2thers: Which ores?
5. Did ynu change c¢onsinants:  Which unes! . ooy?

B. The folilvwing gqresit:cns may be appropriate four the whoie class’

1, Hew many tedms had oniy ohe woid: Two: Three: Four? Fivel
Six? Seven: Eight* Nine:

2. kWhich word endiny tan be ured to make the most tnree letter words?
(ay)

Whith werd psrt i: used o make the fewest number of words? (ish)
Let's see how many we can name for each word patt. (List on the
becard as they're nawed.)

4 - oar - boat, coal, goat, moat

10 -~ ake - bake, caxe, fake, lake, make, quake, rake, sake, take,

wake

3 - ish - wish, fish,wish

12 - ay - pay, day, gay, hay, jay, lay, nmay, nay, pay, ray, say, way
3 - an - dam, ham, jam, cam, yam :

7 - ig - big, dig, Lig, 3ig, Pkgn rig, wig

? -~ ing - ding, king, ping, ring, sing, ting, wing

7 - op - bep, cop, top, mop, pIp, $9p, Cop
16 - &t - bat, cat, tat, hat, mat, pat, rat, sat, tat, vat

11 - et - bet, get, jet, let, met, nst, per, set, vet, wet, yet

3. What dtd you notice absut 3il the words in each group? (They end
the same, zound the sare.)
Have the c¢lass choouse several words from each group to be used
in sentences.

4. Whar name dv we give to words that scund alike except for the
beginning sound? (Rnyming words.)

O
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5.  Who can think of a word that rhymes with "shoot'"? With'game'?
With "book"7 : '

C. Test according to the behavioral c¢bjectives.,

VII. Results of Tryout.




WHIZ-MAIE

I.  Overview.
This card game was designed for .ower olement.ry .vade pupiis to increase
their awareuness o: rumbars and numerals ne “:reough 10 This game
- n ’ .
can be adipted for igher gra.e ev.ls b using .arger numb.rs or by
using suttraction nultipli.i icn, or divisi.n ::0Cesses.

An abi. or percep'i . ti1ld may nctice that on: car usc rove :ciopl. =
combinatir:'s to make the number eight. For examp.e instead or us:-g
pairs ot numerais. 1 child :ould play the game fina.ng combination: of
three, {o.r or more rum=trals.

c.g., &= 0+ 1+ 7 8= 1 +2+3+2
8= 2+ 34+ 3 b= 0+4+2+°¢ +1
8§ =« b6+ 1+ 1 §= 1+4+1+1+32
1T- Objectives.
A, Behaviore .. !

1, for any given number between three and 10, the child
should bte able to list all possiltie two-number combinations
which together ars equal in value to that given number.

2. Given a list of gumeral. from zero to 10, the child .
should be able to‘“ame trew corréctly ana place them in ascending
order, ‘

3. Given any counter or nuumeral from zero thrsugh 10 and a supply
of objects, the :hild will be able to form a cct with the
objects whi~t :ontatns tne -ame number of memvers as the given
numeral indi-ates.

B. Generai.

Tt is koped trhat the childrer will better under:tand the communitive
law. ‘

11T Materials and Game Cumponents,

A. Needed Materral:.

1. Construcr:o .aper in 1l difterent colors (one color for each
differert numerai).

2, I felt-tin sarker.

B. Construction v! (ame Components,
1. Game -ards

a. The c¢-ns-ruction pape: i: cut into the required number of
vieces, cact bear.ng a numeral and the number of dots
reprez..tud hy that numeral  (For kinderga:ten level,
cards c¢cuid be fized a-chrding to the num-rit represented:
one is ¢f it width, ° 1. five times as w:uc;therefere,
a > (ard and a 1| .ard wouid together be <q.al in width
to a 6 cart,)

ERIC
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b. Dlagrems of vcarvds.

3»/“' Primary level: vall . ards of egt—t_a_l__s‘ize) g v
- i
Vd 1
|
[
-/ |
i [ o ® 4
o ® o 3
o ® ® .
,'
. ‘ ? II
— o .
.2) Kindergarten lev. 1: txcluding zero)
o’ [X;
. ----L- ?_ ‘::...‘..-."‘""""—w, '—-Auu,.....‘...w,'a\-u“:l

)

|

PSFFIE Sastmitedd

3‘!

® 4 LY © ©
- The cards bt uld represent the num.r, ;0 through 1', allowi .
two cards : each type per chill. :o: .wample, six children o ¢
iteed 17 z2rv cards, 12 one cards te., tween them up to 1

ten cards.
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1v.

VI.

Procedures.

To investigate, for example, the number 8, via addition.

A.

B.

F.

G.

Divide the class {ato samall groups c¢f four or six children; seclect
a dealer from each group. ‘
Give each .ealer a pack of cards containing two cards of each typa
per child to eal to his group. (In this case the cards used witll
only be th se from "zero' te "eight" i{n value.) The children
should not to ch these cards until a signal 13 given by the teacher.
Period # 1.

Allow 5 minutes ( r a time period suited to the ability of the
children) 1n which each child sorts out his cards and arranges
them in pai1rs so t at the corbtined va ue of ach palr is equal to
8.

Some cards will b. superfluous to hi «nd he will need other cards

in order t complete all nine possib combinations. Only one example
of each com 1nation is allowed, but ! and 7 {s considered different
from 7 and i T,

Period 42,

Allow 5 min v s "Trading Time'" in whi h ¢ ildren can exchange cards
(one for on-) with others in their ow g oup. Here, the aim is

for puplls to get rid of their superflu s cards and to acquire

those which they need.

Period #3.

Allow 5 minute to omplete the arr.n.ing of cards tc make the greatest
possible nu ber of different combin t1 1+ Erom the cards at hand.

Each card an be used just once.

Let members of each group check ea h t r's results. The teacher

can clarify .ny problems which may arr . I kindergarten, the
teacher will have to check all result but sets of numbers will

be small b ause o the smaller numbe: u ed at this level.

Score, all wing one point for each.co r combination.

Win Criteria.

The winners .re the children with the highest score in their group.
The overall winner is the child with th. Ligh. st score in the class.
The winning group is the gronp with th. h.ghest total score for

all its memb:rs. In replay, winner: -ruls compete at the same
table, those with the second highest s.: re at the same table, etc.,
so that less atle students will have a .hance to be winners and

more able pupils will have more competiti.n,

Debriefing.

A.

The teacher may ask the following questi - s:
1. Ask winner : Why did you win?,
Answers might include: .
a. vrderly organization of .ards during Period #1.
b. knowledge of values of numerals without need to
count dots each time. ‘



VII.

c.

2. Ask others- Why Jid vou not L.
Answers might in lude:

a. r.pe-ition of s me combin.tion,
b. ‘ns fzic’ent t. . for tri‘-ng.
c. anfam. l{ar with va u s : umeral..
On th. blackbo.: © 11 ~ and arr nge chi 1 n v
compl:t. list - om inations is obt 4 .. i1g:
in such a way t .t ch.ldren can e th. .. 11
e.g. 0 a-~d
1 and
2 and ¢
3 an. '
4 ana 4
5 ani 3
¢ a g .
©oond 1
8 und
Tre chi..r. 1], i - th. step-up pi 'nor ¢
o.umn ind .e ~.ow pattern of the ‘1, ht haad
an. may ext . *t-. :.e: when dealing with .na y

ot' . r tha =,

Introdu e + ur - = tati- a: a good way f umma '

o

B p
+ + +
Q o 7

¢

Test according to hehavlszal objectives.

Results of Tryout.
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II.

HORD_TUMBLE

Overview.

This board game teaches the concepts of parts of speech, specifically
those of verb, noun, pronoun, and adjective, It was designed for ine-
termediate E£nglish classes, The game can be played by as few as two
children or as many as the entire class, . :

The playing board from WORD TUMBLE can be used in any other area of the
curriculum, especially spelling and mathematics, -

Objectives.

A. Behavioral,

1, Given the following iist of 20 sentences in which 35 words have
been underlined, the child should be able to identify correctly
at least 23 parts of speech by writing N, V, P, ot A above
the underlined words.
ae The girl asked for my address.

b, Mrs, Brown {s careful when she drives the car in the center
lane,

c. nnnnn

d. Tom likes to watch his facher train the race horse,

e, Do you ever hear the train whistle as it goes past the
house?

f. Her rose dress is at the cleaners,

) The sound track of the fiim was dawaged.

h. The cave man lived many, many years ago.

f. Her Uncle i{s a test pliot,

j. Elaine likes to fly in the plane with her father.

ke The wheel of the bicycle has a flat tire.

1, Did Father cash his check at the bank?

m, Ruth Ann wishes that her cow would win the prize at the fair,

n, An earthquake can rock a house,

o, It 1s a deep ditch

P He likes to dream ‘of Santa Claus,

Qe There was a gpang in the football line-up,

r, Can you gtore it down in the cellar’

8. I can wheel { it over to your repair shop after I change
my ¢lothes,

2, Given the following list of 24 words including nouns, pronouns,
ad jectives, and verbs, the child should be able to construct at
least 17 sentences, using at least one of these words in each
sentence. He must then indicate how he used the word by writing

N, V, P, or A above it, Extra credit will be given if the capitglfzation
and punctuation are accurateg.

« 1. tired ?. wish 13. gray 19. drive
2, he 8. she 14, fly 20, roast
3. run 9, watch 15. drive 21, brown
&, soft 10. sad 16, catch 22. it
5, stamp 11, dust 17. good 23. pass

6. pen 12, class 18. blue 24, wish



3. After playing the game, the child should be able to write a
paragraph, mot{vated by the game cr some other external stimulus
determined by the teacher. He should be able to use at least 15
nouns in the paragraph. He should then be able to substitute a
pronoun for cach noun by writing an appropriate pronoun above the
noun. Extra credit will be given if the child supplies a passessive
pranoun. The lower limits of acceptable performance will be 11
correct trespcnses in a 20 minute period.

B, General,

1. The child should become familiar with varfations of a basic sentence
pattern; for example, the N « V pattern, the N = V -« N pattern,
the N, LV, N pattern, the N, LV, Adj, pattern, or the SNP + VP
pattern. (N = noun, V = verb, Lv = Linking verb, S = Sentence,
NP = Noun FPhvase, VP = Verb Phrase, Ad = Adjective.)

2. The child should come to understand that oral communication can
be informal, but that usage should be gramatically effective and
generated by the rules of grammar.

3. The child sheuld becowme aware of the vcrsatility of words. For
example. the word sound can be employed as a noun, an adjective,
or a verh, or it can be replaced by the proncun ict.

IIT. Haterfals and Game Components.

A. Needed Materials.

1. 8 sheets of white poster board (22" X 28").

2. 5 felt~tip warkers (red, yellow, green, blue, black).

3. 8 sheets of construction paper (2 red, 2 green, 2 yellow, 2 blue)

4, l can of rubber cement or any adhesive.

5 Pint-stze plastic container complete with 11d. (Round container
is easier to handle.)

b Alphabet stencils (used to make the word HOME) .

7. Chalkboard compass {(this is optional; if one is unavallable,
attach a string to a piece of chalk).

8. 8 quiet counters or soft plastic disks (if unavailable card=-
board disks the size of a nickle way be used).

9. 4 cubical counting blocks (red, yellow, blue, green).

10. Masking tape.

11. Yardstick or ruler.

B. Construction of Game Components,
1, Playing Board:

a. Tape together four sheets of white poster board, On the
opposite side, draw a large circle 43" in diameter; using
a yardstick, divide this circle fnto eight equal parts.,
Center the chalkboard compass, and, beginning at the perimeter
of the circle, divide the circle into eight concentric circles
with approximately two inches between cach line (the center
circle should be approimately 12" in dlameter). Numbher the
outer sections nearest the perimeter 1 to 8. 1In the center
circle, use a felt-tip marker to coloxr in each of the eight
triangular sections (yellow, red, and blue are very color-
ful and effective).

b, Use stencils and assorted colors of construction paper to
make two sets of the following letters: H, O, M, E. Paste
these letters onto the eight colored triangular sections in
the center of the circle. (For expediency, you may prefer to

v




2,

print the precedivg

jetters on the playing toard.)

Word Charvs:

a.

Privt each ¢of the follewing letters on a zeparate sheet
of white pesaterbpard: Vv, P, N and A, making the letters
as large as the posterbeard (22" X 28"). Make the inside
area of the letters 3 1nches wide. Use a yellow felt-
tip marker to make V, red for the N, green for the A,

and blue fcr the P. See illustrations.

yellow bluc red
N TN I\
fomm =y 37 ' 3!
28" 1 ) ) 280 }‘\
s“ll AN
| A

R .M ' ot

See Diagram.



IV,

4,

rocedures.

b, Cut censtructicn paper tnto 2" X 3" sections, ‘Iwentys
four sections =f cach cclor or 96 cards are nceded,

¢. Priet each cof the following 24 werds on a separate
2" X 3" yellow zard, Repzat this step with the blue,
green and rod 2' X 3 cards,  (In cther werds, these
werds are printed four times, cace cn cards of each

coinr.)

sound train stecring cave
test ditch change store
comb address ros: fly
trick race screen dance
prize center wheel bank
pop cash rock dream

d. Paste the 24 yellcw Word nard: cn the large yellow V
Word Chart, the green Werd Cards cn the A, the blue
Word Cards cun the P, the red Word Cards on N, uszing a
different werd erder fer cach charv. ‘

¢. On each ¢f the Word Charts, number the set of Word
Cards 1 to 24, using a black felt-tip marker,

Weoden Cubes

a. Saw the fcur c¢ubical czunting blocks into four equal
secticns {they will resesble sugar cubes). There will
be four of ecach coeler cr 16 cubes..

b, Using the black feit-tip marker, place numerals 1 to
24 on the sides cf the r»d cubes, 1 1o 24 on sides of
the blue cubes, 1 to 24 or the yellow, and 1 to 24 on
the green (You can attach .mall sections cof masking
tape to the sides of the cubes and place numerals on
the tape, usiug each pumeral only once on each color.)

Woerd Turkler:

a. Place the cubes in the plaztic container,

b, Cut a kole in the 1id of the centainer (1" X 1" or
large encugh fer a wcoden blkck to escape, when the
container is iaverted).

Eight children ray play this game at cne time. Each player selects a
number 1 to 8, takes his piace at the Playing Board, and places a
counting disk cr his nusber near the perimeter of the circle.

Player il

shakes the Word Tumtler, which centains the 16 blocks, inverts

it, and permits <ne of the blecks to escape. He reads the numeral

and notizes the coler of the hlecek, For example, if the block indicates
3« red, the child refers tc the third word on the red Word Chart, which,
in this ¢ase, (s N for neun. The child must construct a cemplete *

sentence,

using this thitd werd as a noun., 1If he fails to use the

word as a noun, or i1f he fails tc ccunstruct a grammatically cerrect

sentence,

the error.

he lcses his turn, and the next player i3 permitted te correct
If the seccnd player succecds, then he may move his count-

ing disk cne space tcward HOME.

’



E

6. Variations ot a basic aenteunce pattera nay be {ojented inte the game
by permitting the ¢htld te corvect the crror and state the sentence
pattern feor the one step toward hore.

D. If a child happens te shake a bioc bleck from the Word Tumbler, he
will refer te the P Word Chare, which fvcluedes the same words as the
other Word Charets, The ¢hnild will read the werd en the P Werd Chart
ard congtruer a cemplete sentence, using the werd as a uoun, He
ts then reqguirved to construct a secand senterce, this time substituting
a proteoun tor rhe noun, If he zorpletes this task successfully, he
fs given a boaus and permiteced to rmove two spaccs ahead towacd HOME,
This P Werd Chart is the oaly chart which ¢ffers a bonus for the correct
responses.  No partfal credit is given. The child {s efther suceess~
ful and pains two steps toward HOME, or he fails and his disk remains
stationary.

E. Fach player takes bis tern, shaking and inverting the Word Tumbler,
teading the numerals, checking tne colors, and censtructing his sentences.
The game centinues until cne ef the players reaches HOME.

F. For purposes of debrieftug the :tudents and reviewing sentence pat-
tzres uzed dv the game, the teacher shauld list some of the sertences
whihogre sonstcuctad by fve sraient

Win Krornvia.

The ftivs: ¢hild to reach HOME 13 the winrrer. Le:zcer winner: can be detere
mined by checking the Playing Board o cee who 1s clesest 1o HOME; the
closer the better.

Debrizfing.

A. The fcllowing questicns way be appropriate,
1. Ask the wiprzsrs;
(a) Why de you think ysu wea the gave?
(b) Did the part: of spe=ch have any convieptional pesition in
the sentence? [f sc¢, where d1d you place the noun, verb,
proroun, and adjective?
(c¢) Did yeu use many arterminers or noun matkers in your sentences
(a, an, tbe)? How did they help yon with the sentence?
(d) Which part of speeth presented the wost problems to you?
Why do you think tt did so?
(e) How did ycu illustrate proper usage In yocur sentences?
2, Ask the losers:
(a) Hew do yeu think yocu can irpreve your performance {n the game?
(b) What parts of speech gave ycu the most trouble? Why do you
think they presented the mest problems? .
(c) How can one word be used as go many different parts of speech?
Give an example.
(d) How did the use of the adjective help you to ccnstruct an
expanded senterce?
3. General questicns:
(a) As you examrce your performance in the game, what have you
discovered that caa 1vpreve ycur conversation with others?
(b) How did you 1llusstrate preoper usage 1n  your sentences?
(¢) How do you thirk you zan nse this knowledge of parts of
speesh %o wrprove your speaking and writing?

O
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(d) How could the Inflection of your voice help you to know how |
to punctuate a sentence correctly?

(e) What pronouns did we use in -the game? Can you think of others
(his, herg)? What kinds of prcnouns are these? Why do you
think they are called possessive pronouns?

(£) What two parts of speech are required to construct a sentence?
What are the two main parts of any sentence?

VIT. Results of Tryout.




YUKl YUK! THE DIRTY GAME

1. Overview

This card game teaches the causes and solutions for various pollution pro-
blems. It is avaflable in a comic version for grades K-2 and in a more
sophisticated version for grades beyond grade 2. The game can be played as
efther a solitaire or small group game.

I1. Objectives

A. Behavioral, )
1. After playing the game the student should be able to name at least
seven causes of pollution.

2. After playing the game the student should be able to match the causes
and solutions for the pollution problems used in the game.

B. General.
1. The student will become aware of the fact that there are certain
practices which are affecting public welfare.
2. The student will realize that these practices can be altered to re-

duce the apparent danger.
I1I. Materials and Game Components.

A. K-2 Version:
The deck contains 44 cards; two each of the following pairs:

Good Guys Bad Guys
Carbon Clean Danny Diesel
Static Sue Sooty Sal
Pickup Pete - Litter Li1
Bridget Bright Beulah Belch
Clean Craft Crummy Cruiser
Bag Orbarrel Highway Hehry
Electric td - Adam Auto
Freddie Filter Sally Smog
Chester Clean Denny Dump
Carla Cork 0ily Slick -

Ivan Quit : Sammy Smoke

‘B, Intermediate Version: S - .
‘The deck.contains 44 cards two each of the following pairs and four
:W11d Cards e, HOL ; o

,,;}fCa f';f ifff‘ fifj‘gis;Solufibn'

,,:j*;Peop1e The Earth SpoiIers ,,~Education : ‘ '
- Sewage - Filtering, Settling, and Aerat1on

o et wastes Molecu]ar Carbon Altered Jet Combustion System S
_~_Diesel Fumes Molecular Carbon Exhaust Emiss1on Contro1 (a f11ter)




Smog: ‘ Sulphur Recovery Plants

Molecular Sulphur & Chemicals

Automobile Fumes: Electric Engine

Carbon Monoxide

Soot: Carbon Dust Electrostatic Precipitator

Fresh Water 0il Slicks Electric Outboard Motors

Ocean 0il1 Slicks Explosion Control Valve{Cutoff
at Ocean Floor)

Garbage Anaerobic Composts (Air and

Water Removed)

IV. Procedures

A. K-2 Version
1. Solitaire
a. After cards are shuffled, top 15 cards are dealt into five piles,
containing one to five cards, face down.

Pile number: (:) (:) (:) (:) . (:)
2 3 4 5

No. of cards:
b. Top card ot each pile is overturned.
c. The only way to remove each of these top cards {s to match it
with either another top card or one from the remaining deck in the
| player‘s hand.
i ‘ d. When the top card 1s removed from anv pile, the next card is
overturned. :
e. The player may go through the deck twice, one card at a time.
f. Game continues until ail the cards in the piles have been
matched or the player has gone through the deck twice.
2. Small Group (2-4 plavers) VYUK: YUKt Concentration
a. Cards are shuffled and spread over a desk too, facedown.
b. Players rotate, taking turns overturning two cards.
¢. When a match is made, the player may keeo the two cards.
d. Game continues until there are no cards left on the table.

B. Intermediate Version ]
I. Solitaire: Plaved like the K-2 Version with the following additional
' rule: Wild cards match anvthing. \
2. Small Group (2-4 players) YUKI YUK! Rummy
a. Thedcards are dealt, one at a time, until each player has seven
cards
b. The remajning cards are placed facedown on the center of the
- table. To start the discard oile, the top card s turned face— 5
~up and placed beside the fdcedown cards.
¢ The obJect of the game is to match as many pairs of causes and
- solutions as pOSSIb]e W1ld card§ match any other card. e
- d. The player to the left of the dealer starts the game plav He s
- either selects the. faceup card or draws one from the top: of the
. deck. He must discard one card from his hand plac1ng it facee.»f
"*1:fup below the card(s)kon‘the discard p1le iR i
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“B,  Test according to the behaiforal objectives.

e. Before he makes his discard, a player may lay any matching pairs
on the table before him, If a player holds a wild card, he may
use this card to make a set 1f he can state the cause or solution
that card represents, In laying down any pair, the player must
state what the cards are., If he has an incorrect pair, the cards
must go back into his hand.

f.  Any player may play on another player's wild card pair. When
1t s h1s turn the player may lay the matching card to another
player's wild card pair. The point goes to the player laying
the card.

g. A player may take as nmany cards as he wishes from the discard

pile as long as he can immediately make a pair with the top

card drawn,

A player must discara ¢ card in order to go out.

. After a player has jore out, each player tallies his points,

(See Win Criteria.)

—4e >

Win Criteria

T

L

A, K-2 Version )
1.  Solitare: The player wins if he is able to match ail the cards in
the five piles by gsing through the deck no more than twice.
» 2. YUKl YUK: Concentration: The player with the most matched pairs
at the end of the game 1s the winner.

B. Intermediate Version
1. Solitare: Same as K-2 Version. (See ¥V, A, 1.)
2. YUKI fUK: Ruininy -
a, Scoring: r one point for each tard laid, - one point for each
card left in players’ hands atter a player goes out.
b. Player with the most points is the winner.

Debriefing

A. Questions such as the following may be appropriate:
1. -What are some causes of polliution?

2. What are some of the ways 10 reduce those particular causes of
pollution? : ~

3. What are some cavses and solutions other than those in the game?
-4, What kinds of'pol]ution exist_ih our‘community? |
© 5, Vhat can you do to reduce pollution? L
- 6. Why do vie want to reduce pollution?

LW




